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ABSTRACT 

Youth Tutoring Youth is a cross-age tutoring program 
which emphasizes both academic and interpersonal elements. A training 
manual and three booklets for the tutor are included. (A supe r. visor *s 
manual was processed into the ERIC system earlier under number ED 034 
247) . The program is geared toward the development of positive self 
concepts by both tutor and tutee. Many of the training laterials 
focus on the ‘'uelf" as content. The trainer^ s manual r>resents 
detailed plans for the first few weeks of a tutor-tr^ ing program, 
while the tutor booklets are filled with tips, suggeah-sl activities, 
etc., which are intended to facilitate successful tutor-tutee 
relationships. (TL) 
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Tutoring doesn't always go perfectly 
for anyone. Here are some problems 
that have come up in tutoring 
programs. If you run into any of 
them yourself, you might want to 
check the pages listed for ideas. 
Hopefully, you and other tutors 
could add your own ideas to these , 

too:: 



Your tutee gets bored very fast. 4* Pa^ » 



Your tutee doesn't seem to remember 
the things you teach him. 




Your tutee doesn't see how the 
things you do together are connected 
to helping him learn. 
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Your tutee makes so many different 
kinds of mistakes, you don't know 
where to begin. 

Your tutee doesn't seem to see how 
much he is improving. .y / pa-e, 

You don't know if you can tutor \ 
well today because you're vrorried > p<^ 
about something else. J 




Your tutee gets restless easily. 

Your tutee wants to boss everything 
but doesn't know where to start. 

You can't do the work you had 
planned for today. 
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Your sessions usually start off well 
but sometimes end poorly. 




52 _ 



\ 

[ 



V 

A 



W 




7 



7 



\ 





8 



8 



o 

ERIC 



Doing a lot of different things helps 
moke time go faster in tutoring. 
Tutees like to take a break with 
something easy after doing 
something hard. They like to get 
up after sitting down. You can 
make tutoring much easier for you 
and your tutee if you plan for 
variety. 





A 

\ 









¥ 



t/oa^ TW^fe" .^Gcrto (X^‘'fjt&n. 



IVaU co^ f. 
^Ofui 'mi/re. 



Cm oinifta. 



Ba^et ^ Cirrjcen^/!t^ 




-Thtox/mr-ni^e ie^ 
'fmhfia a dto4t0{ 

&IVE him a. breoJ^ 

^/^Ut ^yau rs c^otn^^ 



<a^ ^twitfrr'an/' 



yotna 




A 



/^yUotAjT ^u/ee. />een ^eOiduta f 

' iX / Ajba^ Jo 

iXur^ttL. • 

/-^ t/aur /uj^ ..£sa/iff££l a 'new P 








: p/od/CL (fojfie. 

^ ' • ‘ ' '/Vl^ Oft cr&{ 





A 




13 




J 



4 I • ♦ |ii 



0 * * 



* ^ 

« • 

^ -p J* % 



0 0 



0 # 



■ 

-•** ^ • 
'^~\y •' *'" C:*' 



ft • ^ 





ns?nr>^ 



It is much easier to remember things 
when they have been well-explained 
several times instead of just once or 
twice. 
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Is your tutee having trouble 
understanding something? Try 
getting the same idea across iots 
of different ways. Let your tutee 
see how what you are doing wiii 
help him with his particuiar 
problem. Perhaps, you can 
show him how what he does 
with you today wiil heip him 
remember and improve what he 
did yesterday 
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Tutees often need help with lots of 
different things when they read. 
But trying to work on everything 
at once is hard for you and hard 
for your tutee. If you work on 
the most important problems first 
(your supervisor may help you 
choose these), your sessions con 
be m ort helpful to your tutee. 
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You can help your tutee see how 
much he has learned by keeping 
a chart with him of how he 
improves. 
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Your tutee really likes the fact 
that you pay a lot of attention to 
Mm. If you have something else 
on your mind one day, you can 
make your tutee feel much better 
by letting him know. Then he 
can understand and not feel 
ignored. 
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Does your tutee start off great and 
then get restless ? Maybe he has 
been sitting too long. Planning an 
activity that lets him get up and 
move around can realiy help! 
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Tutees know a lot about how they 
work best. And they work harder 
when they con choose the order 
they do things. Your tutoring 
may be more exciting and go more 
smoothly, if you iet your tutee 
help plan. 
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Somedcys you may not be able to 
do what you had planned with your 
tutee. There are lots of other 
one-day ideas you cu’^ use instead, 
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Tutees usually feel best when they 
are good at something. Yourtutee 
can get this good feeling about the 
tutoring sessions, if you end them 
with an activity it is easy for him 
to do well. 
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Nobody can really tell you how to act 
J ust hang loose and be yourself! 




This question is easier to answer. 
On the foiiowing pages are some 
things other tutors in simiiar pro- 
giams have done. Perhaps they 
wiii give you an idea or two. 
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PICTURES; 



Pictures can help with reading. 
In books they often give child- 
ren clues as to what words mean. 
Sometimes they help children to 
think of stories of their own. 

Maybe you and your tutee could 
flip through a magazine, cut out 
a picture you both like and make 
up a story about it to read again 
and again. 
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Better yet, let him drav/ his own picture. . . . perhaps it will inspire him 
to write a story or maybe he will want a picture to go with a story he has 
already written. 
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GAMES AND GIMMICKS; 



On the next few pages are some 
games made by tutors. Some are 
original, some are taken from 
books. None of them requires 
eiaborate materiais . . . just paper, 
penciis, crayons, stapies or tape 
and perhaps an oid cardboard box. 



Games aiways spark up a iesson 
and often heip a chiid iearn whiie 
having fun. You can easiiy make 
up a game to piay with your tutee 
or to have him piay with a friend 
or two. 
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You could try making up a word 
gome 
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a cross -word puzzle, . . . 
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These tutors made a hip 
dictionary (or hiptionary) 
by writing down siang ex- 
pressions and their mean- 
ings. This is something 
you couid make with your 
tutee also. 
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PUPPETS: 




Materials that can be used: 
paper bags 

odds and ends of fabric 
old socks 

empty milk containers 
buttons, sequins, braid yarn 



Puppets can be an exciting 
experience for both tutor and 
tutee. You could have your 
tutee make his own puppet. 
He can use his puppet to tell 
a story, act out a role, or 
just talk about himself. 

fR 

o O 



/ ^ 
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Your tutee will probably come 
up with some wonderful ideas 
of his own. 
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TRIPS: 



Tutoring does not mean sitting glued 
to a book every minute. Getting out- 
side the classroom often will give you 
more to talk, write and read about with 
your tutee. 

As you go, help your tutee notice every- 
thing. Read signs, watch the men work- 
ing in the street, if you have a camera, 
take pictures. 

Take a trip with your tutee. It can be 
a big trip to a special place (these are 
often group trips organized by your 
supervisor) or a smaller trip ... a walk 
around the block, a trip to the park, a 
visit to the firehouse on the corner. • 




When you return, talk, write, paint, 
make a booklet about it. 
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Because her tutee would rather 
eat than read, this tutor found 
a way to do both. She promised 
her tutee a trip to the White 
Castle restaurant for a hambur- 
ger if he could learn to spell all 
of the words on the menu. 
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As you can imagine, her tutee 
Ijtl learned quickly! 43 
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WRITING: 



Writing is related to reading. A child 
often remembers best the words he 
uses in his own stories. 

Let your tutee write about what he 
knows best... his family, his friends, 
the baseball game he played yesterday, 
if he has trouble writing, you could 
write his story down as he tells it. Per- 
haps you will want to keep a booklet of 
his stories to read with him later and 
have others read too. You could even 
type them if there is a typewriter handy. 

His writing will also give you aclueas 
to what words he doesn't know and what 
kinds of reading problems he has so that 
you can make up more specific exercises 
and games to help him. 
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Andre dictated his stories to his 
tutor who wrote them down and 
heiped him make a booklet of them. 
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Most of all, let him write 
anything. If he is angry, 
afraid, excited, let him 
talk and write about it. 
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GADGETS: 



Tape Recorders - Most children 
love to record and ploy bock their 
voices on o tape-recorder. Besides 
being fun, the tape-recorder can 
help with tutoring. Maybe your 
tutee will want to dictate a stcry 
for you to write down later. Vou 
might want to record his reading 
aloud to play back to him and 
help moke him aware of any 
problems he might have. You and 
your tutee might even want to take 
the recorder outside to interview 
people on the street as the tutors 
pictured on the next page have 
done. 



Cameras - Taking pictures is 
another way of remembering 
experiences you and your tuicc 
share. Take a camera along when 
you take a trip. It will help you 
both be more aware of everything 
you see around you. 
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You might also want to take a picture 
of your tutee on your first session 
together to begin an "All about Me" 
booklet. You might want to take 
some interesting pictures on your 
own for your tutee to inako i»p 
stories about. Let your tutee take 
pictures too. 






Typewriters - Even children who 
have trouble writing will often like 
to try and peck out their own stories 
on a typewriter and they often learn 
new words just so they can see them 
in type. If possible, let your tutee 
try to write you a note or a story. 
You can help him with the spelling 
if he needs it. It might also be fun 
to type his stories for him and make 
a booklet to exchange with other 
1.2!litees and use as a kind of reader. 
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SOME MORE IDEAS; 



Readers - 



Records - 



Have your tutee select a song from 
a record (one that he does not know 
the words for). Type or write the 
words to the song on paper. Go 
over the harder words with your 
tutee. Next give him the song 
sheet, turn on the record and see 
if he can sing along. He'll learn 
many new words this way, especially 
if he likes the music. 



Sometimes it's fun to rewrite the 
readers, especially those with good 
pictures. Clip clean paper over the 
old words of the story leaving the 
pictures uncovered. Have your 
tutee write his own story to go with 
the pictures. Books illustrated with 
photographs are particularly suitable 
for this. 

Comic Books 

Cross out captions in a comic book 
or strip and have your tutee write 
his own captions. Or have your 
tutee draw his own strip and write 
a story to go with it.. 
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Open-ended stories - 

Type or write the beginning of a 
story out and hove your tutee 
write the ending. Orteiithe 
story and hove your tutee teii the 
ending. You couid record these 
stories on the tape-recorder and 
type them ioter for your tutee to 
keep and read. 

Here ore some brief story 
beginnings which may heip you 
get star ted: 



if i were President, i wouid . . . . 



i iove to ploy . . . because . . . . 

er|c 



If I hod my choice of anyplace in 
the world to live, I'd go to, . . 
because .... 



My kid brother (sister) mokes me 
mod when he (she) .... 



The funniest (scariest, saddest, 
etc. ) thing that happened to me 
was the iiine that .... 



Now you make up some beginnings. 
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Puzzles - 



Find on ottractive picture that 
you think your tutee will like. 
Paste it to a piece of cordboard 
(shirt cardboards are especially 
good). On the back of the 
cordboord write a story or a 
word exercise such as filling 
in the blanks in sentences 
about the picture. Cut up the 
puzzle and put it in a large 
envelope. Have your tutee put 
it together. When he finishes 
have him turn over the puzzle 
to read the story or do the 
exercise. 



Pen-pals - 



Find 0 pen-pal (either within the 
program or out of it) with whom 
your tutee can exchange letters. 
Actuoily mail the letters. Kids 
iove to give and receive mail. 
(Your tutee might want to use the 
typewriter to write his letter. ) 
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The ideas on the next few pages are 
taken from books which hopefully 
will be available for you to refer to. 
They are full of good tutoring ideas. 



Adapted from Listening Aids Through 
the Grades by David A. Russell and 
Elizabeth Russell (Teachers College 
Press, Columbia University, New 
York, New York). 



Listen and Do Game (p. 81 - 82) - 



Give your tutee a sheet of paper and 
tell him you are playing a game to 
see how well he listens and follows 
directions. When he's ready give 
him oral directions to follow on 
paper. Give each direction only 
once. 
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From SPICE: Suggested Activities to Motivote the Teaching of 
Language Arts in the Elementory School, by Mary E. Platts, 
Sister Rose Marguerite and Esther Shumaker (Educational 
Service, Inc., Benton Harbor, Michigan); 



Directed Pictures (p. 74) - 

Give your tutee a piece of paper on 
which you have written detailed 
directions for o picture for him to 
draw. (Be sure to leave lots of 
room for his drowing above or below 
your directions. ) Teil him to read 
the directions aloud and drow a 
picture foiiowing the directions as 
ciosely as he can. 



Making Sentences (p. 208) - 



Write sentences on paper or strips 
of carboard. Cut the words apart, 
and put tne words of each sentence 
into an enveiope. See if your tutee 
can unscramble the words and make 
them into the original sentences. 
(Make sure you put the right words 
in each enveiope. ) 
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Adapted from PRIMER FOR PERCEPTION ; 
How to Help Children Learn to Learn by 
Beatrice F. Goldszer, (Action-Housing, 
#2 Gateway Center, Pittsburgh, Pa.). 




Sequence Game (p. 32) - 

To iearn beginning consonants piay 
"Going to Kennywood Park" (or any 
place that children might be 
interested in). One child says "I 
went to Kennywood Park and took a 
kite." The next child continues by 
saying "I went to Kennywood Park 
and took a kite and a kitten. " 
Children are eliminated if they 
omit any of the words or repeat 
them out of sequence. 

1^29 
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Alphabet Game (p. 66) - 

Begin by saying "List the alphabet 
from top to bottom on your papers; 
then try to list a name of a cor for 
each letter of the alphabet. " Check 
to see if children have included all 
letters of the alphabet in sequential 
order. When children need help in 
spelling automobile names, have 
them sound them out. Realize they 
will not be found in dictionaries. 
(Tutor and tutee could also walk 
down the street looking for correct 
spelling of car names. ) Try this 
with other categories . , . dogs, 
baseball teams, etc. 
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Planning a lesson beforehand Is 
Important. It gives you a ki nd of 
schedule to follow so that you 
won't feel like you don't know 
what to do next. Usually it is 
best to plan lots of activities so 
that you will have more to choose 
from. 



You probably will want to keep 
your daily plans in one book 
along with a daily diary on how 
your tutee is progressing. 

Perhaps your supervisor will 

provide a daily evaluation sheet I n summary, aon't be afraid to make 

to fill out like the ones pictured plans and don't be afraid to break 

on the next page. them when it seems right. 



Just as it is important to make plans, V 
It Is Important to know when to 
change them. If it's a hot day and 
your tutee isn't concentrating, 
maybe you'li need to take a walk to 
the park to get moving again. 
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EDUCATION & WELFARE 
OFFICE OF EDUCATION 
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REPRESENT OFFICIAL OFFICE OF EDU 
CATION POSITION OR POUCY 
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TKi: Reading to your tutee. 



W/l/ 



*>To help him get "into" books. 



CHfGK: 

Is what you are reading something 
your tutee likes ? Is he really 
listening ? have you made him 
feel comfortable? Is he embarrased 
that you are reading to him ? 



LATf^; 

See if you con write or find 
something that is easy enough 
for your tutee to read to you. 
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Tfcy; 

Asking your tutee if there are ony 
words he would like to learn. 

The words he wants to know are 
exciting and important to him so 
they wiil be easier to icarn. 

CHeCK: 

If your tutee seems shy, ask him 
to think of things that scare him 
or things he hates or funny things 
to heip him with the words. 

If your tutee copies the words on 
cards, he wiii probably remember 
them longer. You ond your 
tutee could even keep a special 
word -card -box and watch it fiii up. 




Keep showing your tutee how many 
words he has aiready asked for and 
learned. Help him write stories 
with his "special" words. 





12 
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Making up short poems with your tutee. Then cut the lines apart 
and see if he can put them back together ! 

While he is having the fun of making up and taking apart simple 
poems, your tutee will also be reading a few words over and over 
again - - the best way to learn them ! 

^££'/QThe poems don't need to rhyme. Whot matters is that the order 
of the lines is clear. 



Can your tutee try the poem slips on his friends? Maybe they 
can make some for him too? Would he like to read some poems? 
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TKit 

Making up riddles with your tutee. 

Playing with words makes learning 
them easier. 

o/rcKJ 

start with simple riddles such os 
"What rides on a broom, wears 
black, and comes at Halloween ?" 
This wili make it easier for your 
tutee to begin to think Up riddles 
on his own. 
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LAT£:K: 

Let your tutee read the riddles 
to other tutees if he wants. Can 
you get a book of riddles out of 
the library to read together ? 

Can you and your tutee invent a 
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" fiddle game ? " 




'TKf* Writing littie 
Littie kids iove to 



stories about your tutee using just a few words that 
read about themselves, so they try hard on these stories. 



S 

Want your tutee to 
words so he can read them in 
books as well as in his story? 
Write them on cards for the 
two of you to play games with. 

UTeH-. 



Also, if you think your tutee is 
learning the story by heart and 
not reading the words (hard work), 
you can ask him to start in the 
middle sometimes or read just one 
line or a few words as you point to 
them. He'll learn more words 
this way. 




See if you can show your tutee the some words in books, magazines, 
or comic books, so he sees the words he is learning are really a 
g » part of reading. 
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Letting your tutee make a scrapbook about himself. 

CHiCKf 

All sorts of things can gc Into this 
kind of scrapbook. Your tutee 
might want to write about his 
favorite songs, foods, or animals; 
his best mood; his worst mood; the 
things that make him mad; the 
things that make him laugh. He'll 
probably have even better ideas. 



Kidslove to write about themselves. A scrapbook is more than just 




a story, and can include vi/ords about a lot of 
different subjects to work on. 

(When your tutee needs a break, 
he can always draw pictures to 
go with what he has written. ) 



LAT£fts 

Since many words get used in a 
scrapbook, you'll have many new 
additions to your tutee's word cards 
to use in games and other stories. 





-nw- V 

Having your tutee make a booklet or 
scrapbook about a tutor or tutee he 
does not know by guessing what 
that person is like. 

my 

It's another fun way of getting your 
tutee to use words. It will be 
especially fun to see if your tutee's 
"hunches" about someone else 
prove true. 

To get your tutee started ask him 
questions about the person he has 
chosen to write about. You could 
ask: what he thinks the other 
person likes to eat, what he thinks 
his girlfriend is like, etc. 




LATEK< 

Have your tutee show his booklet to 
the person he has written about. 

Maybe that person would like to write 
a book about your tutee in exchange. ,, 
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•mf. 

Keeping a record of something your 
tutee is interested in (boseboii 
scores, etc. ). 




Wtiy: 

It heips tutees ieorn words in 
spite of themseives. 



0»£CK 
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Littie words iike ^ and this ore harder for some tutees to 
remember than big words iike Wednesday, if you make cards of 
aii the words, you and your tutee can piay games with them. Then 
he'ii be abie to read them better in books. 




LAT£K: 

Show your tutee the same words in magazines, newspapers, and 
books so he knows he is reaiiy reading ! Write new sentences with 
the words, too, iike Ronaid had 6 hits. Ronaid WON ! 

154 




Tr-FrcnrA oP Jhi ^/|e■fs 
/c&pr feu l{r,f,&uL 

mcy/y 

ff IgJV u^f\ rr\ /Ylonr^y 

\ hfsrj /<kJiik oAlmeki^ 

-riie l^elj ar\ Wdt\z%clasJh^r^l. 

7"/^, /fi^'Ts had ^ o/\ W^JACSel(^- 

'7ii€..IMb~JeiS T o r\ T h ^rjg / g i V . ... fa y ..9^ 6 .f„ 

,jM£jh.€ll-hQd S..kdh .on. T M cscI q y > 

iyig7 3: d id rr jAiiLsd,. 

wX-r\c/ lo^ f / ' fn!.^ 

o 

ERIC 



155 



19 




Making a big picture or map of the tutoring center and iabeiing the 
people and things in it. 

vwy- 

It helps your tutee to look around the center and to learn a few 
new words besides. 




CHECK-. 

Can you help your tutee make 
labels that use the same words 
over again as often as possible, 
so they're easier to learn ? 



Lakr- 

Make a mop of the neighborhood. 
Interview people in the program 
who ore on the map. 
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Making TV shows together 



Tutees enjoy making and working 
the TV. They can write stories to 
go with their TV pictures that can 
be read by others as weii as by 
themseives. 




QHBCK- 

Do you think your tutee can read the story if he can't see the 
picture at the same time ? He wiii have to took at the words more 
that way. 



Have your tutee make a TV guide for others to read. 
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« Cut slots in opposite sides of a cardboard box to make TV. Make the 
slots long enough so that paper can be pulled through. Tape sheets 
of paper together to make long paper strip. Write on the sheet at 
the right end of the strip first so that paper can be pulled through 
from left to right. Your first sheet might hove the show title on it, 
foilowed by the beginning of the story, and a picture, etc. 





Comparing facts about your tutee and 
' yourself .... How tall Is he? How 
tall are you ?, etc. 




Kids love to find out facts about 
themselves. Comparing facts gives 
them a reason to write down and 
read the information back again. 



your tutee helps you think of the 
different kinds of facts - - height, 
weight, length of arms, size of foot, 
etc. before you start measuring, 
you will have a chance to go over 
the new words before using them. 




LMiK. 
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Would your tutee like to make a scrapbook about himself using all 
his new information? Maybe he could dictate a story about 
himself to go in it too. 
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-TT^V; 

Guesmg each other's thoughts on 
different things .... ("I think 
my tutor likes cheeseburgers and 
loves to sing.") 






Lots of tutees like to find out what 
teenagers think obout things. This 
way they also get a chance to 
repeat new words over and over 
without getting bored. 



U£CK-. 



How can you help yourtutee 
remember the new words? 



r. I 
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Um 

How about making up a contest with 
some other tutors and tutees? Hove 
one person write something like 
singing or cheeseburgers on o piece 
of paper. Then each tutor writes, 

"i like cheeseburgers" or "I don't 
like cheeseburgers." Each tutee 
aiso writes, "i think my tutor likes 
cheeseburgers" or "i don't think 
my tutor likes cheeseburgers." 

Have tutors and tutees compare 
answers. Which tutee knows his 
tutor best? Give points and keep 
score to see which pair WiNS. 



TKit 

Using a typewriter with your tutee. 

Ifse^iting to see words forming in 
print in front of you. Tutees iook 
corefullv at words when they type. 
They see the order the ietters come 
in. Tutees iike to read what they 
type to others. 

CHICK' 

Be patient. It might take o long 
time for a tutee to construct a story 
on the typewriter. Heip him 
acquaint himself with where the 
letters are located. Perhaps, he 
will want you to help him spell 
words or even type a few words 
occasionally. Also, be sure the 
typewriter works before you get 
your tutee excited about using it. 
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Does your tutee want to read what he has typed to another tutee ? 
How about making a card file of the hard words he has typed or a 
scrapbook of typed stories for others to read. 
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iKVt 

Having your tutee write a description 
of the way he looks after looking into 
a mirror. 

ytfHY: 

Kids like to look at and write about 
themselves. You can help them 
begin by asking questions such as, 
"Is your face wide or narrow? Are 
your eyes big, medium, or small?" 
etc. 

mcK. 

If your tutee doesn't feet like writing 
while he is looking, you can write 
what he says and !e^ iwr read it 
when he is done. 




il^W^^Have your tutee draw a self-portrait 
to go with his written one. 






IT 
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rny-. 

Making magazine picture stories 
with your tutee. 

WHY; 

Picking out interesting pictures 
and making up a iittie story to go 
with them is often the easiest way 
for a tutee to start writing his own 
stories .... and the words he 
wants to use in the story are words 
he may be more interested in 
reading. 





ERIC 



le words your tutee 
uses may be hard for him to read 
ot first. Making vwrd cards for 
practice might be a good idea. 





Perhaps your tutee couid try 
writing another story if you made 
up the beginning or wrote it with 
him. Make a scrapbook of stories 
for others to read. 







Z' 




Using a menu as a reader. 





Tutees dig reading about food and feei smart when they can read 
long words like hamburger. 



CtecK 



Start with a menu that does not 
have any pictures as clues. Be 
sure your tutee gets those useful 
little words like extra, scoop, small 
or large as well as the big ones 
like beefburger. It helps to use 
cards for games and to point to 
words on menus for your tutee to 
read. As a check, it helps to 
point to different words on the 
, menu to see if your tutee is 

ERJC*' **^®'^* 



IhTfK: 

Cun your tutee compare menus 
and tell you where to buy the 
cheapest hamburger or soda? 

Let your tutee order his own meal 
and once he has mastered the 
words, plan a trip to a near-by 
restaurant to buy one or two 
things he has ordered. 




1 

I 
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Playing "Word Bingo". 

ii> « « 

Gomes are painless ways 
of helping kids to learn 
and have fun at the 
same time. 









» * » You and your tutee can make cards with the words your tutee 
needs to work on written in different rows on the different 
cards. Then moke slips of paper with the same words for the 
o "Bingo Master" to call out. 

ERIC 
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CHECK- 



This game can be used in many 
ways. If your tutee needs help 
with beginning sounds, you can 
make Bingo boards and word 
slips that hove words beginning 
with the sounds on the board. 
The same holds true of word 
endings, etc. 



LATTK: 

Show your tutee the same words in 
books, comics and magazines so he 
will see that he is learning to read. 



er|c 



TKi‘ 




"Fortune-telling" (making up 
people's futures. Help your 
tutee predict another person's 
future and write it down. 




Another way to let your tutee 
play with language. 



LUitK • 

Can you help your tutee say the 
same kinds of things about each 
person so he does not have to 
learn too many new words at 
once. M il ' <1 
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LATSK: 

If your tutee puts the words he 
learns Into a box, he con use 
them again to write another 
fortune. Can you find these 
words in books, comics, magazines 
and newspapers, so your tutee 
sees that he is learning to 
read? 
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T/^y: 

Writing a gossip sheet with your 
tutee - - about kids in the program, 
or about her friends ! 






Tutees (giris at least !) love making 
these and learn lots of words at the 
same time ! 



Are there too many new words 
each time for your tutee to learn 
them all? Maybe, you can help 
your tutee use only a few patterns, 

like is cute, or 

likes until she really 

knows them. Then you can try 
more, slowly. 




lATfK! Can your tutee write about the kids she likes best or the ones 
she thinks are cutest? 

Does she want to make copies of her gossip sheets for her friends? 
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TKy! 

Making picture scrapbooks about things your tutee knows about 






• • • • 



(cars, TV programs, etc.). 



Your tutee can show what he knows and team at the some time. 

CH€tK\ 

Wilt pictures on the some page 
help your tutee read the hard 
names ? Can your tutee get 
ideas and pictures for his 
scrapbook from TV Guide, car 
ads, etc. ? Maybe local car 
stores will give him free 
booklets if he likes cars. 



LATER 



Would your tutee like to read 
his scrapbook to other tutees ? 

Con you show him the same 
words in books, magazines comics? 



ERIC 
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Keeping a list of the ideas 
you've tried and how your 
tutee liked them. 



wny= 

This will help you tune in to 
your tutee and what he likes. 



cuecx 






What mood was y^'ur tutee in when you tried the idea ? Even a 
good idee doesn't get too far on a bad day. 



LAT£R- 

You can try combining the ideas your tutee liked. Try the "bad- 
day" ideas another day. 
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TKy.- 

Having your tutee write down 
what he likes to eot and what 
he hates. Write down what 
you like, too, and see what's 
the same and what's different 1 

CHECK. 

If there are too many words for 
your tutee to learn all at once, 
try writing one food at a time. 
Can you guess which food he 
wrote? Can he guess which 
food you wrote? (What sound 
does it start with ?) 



Lots of tutees like to read about 
food and about thei r tutors. I n 
this game they do both, so they 
try hard \ 




you "invite" each other for a meal and write out the menus? 







/ 



Q.Z 



“TKy: starting some sentences such as, 'Vf I were boss of the world, 
.. I would . and let your tutee finish them. 

v»y: 

Some tutees who are too shy to 
say what they think all by 
themselves may need this kind 
of a start. 

Your tutee may not want to write 
his answers at first, so maybe 
you could write them for him. 

And make word cards you two can 
use in games? 

LAT^R : 

Would your tutee like to make a 
booklet of his " if" sentences ? 
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Interviewing people with your tutee. He con ask the questions, 
and you can write the answers or better yet, tape the answers. 






'A ^ 
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Your tutee will practice reading 
as he asks his questions to 
people. The answers will give 
him lots to read too. 

&eCK- 

Is your tutee really interested 
in the questions he is going to 
ask ? Some kids need r iot of 
time and talking before they 
come up with things they would 
really like to know. 



im- 

Would your tutee like to make 
an interview scrapbook? How 
about some games with the hard 
words in some of the answers. 
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Having your tutee write a story about "Whot happened to me this 
morning." 

Writing about a specific time 
iike this makes a tutee think 
about his iife in a new way -- 
what was there about this 
morning i couid make into a 
funny or strange story ? etc. 
if often heips a tutee to begin 
writing other stories about 
himseif. 

CHeCK\ 

if your tutee cannot think of 
anything, you might heip him 
by asking what his brothers and 
sisters did that morning or 
what he did in iine at schooi. 





Z>l7^;Wouid your tutee iike to ask other 
peopie what they did this 
morning ? You wouid make a 
bookiet of aii the answers, too. 
What about word cards for aii 
the new words ? 
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TKY'. . 

Typing out song sheets to favorite 
records and having your tutee 
sing along. 

WHii 

Kids love to learn songs and the 
same words are often used over 
and over in a song so your tutee 
may learn to read them easily, 

citfCK-. 

Include many songs and verses that 
your tutee doesn't know so he will 
have a chance to learn new words. 



later 







You might keep a record of the top hit each week. You can also 
write a story on your tutee's favorite singer or group. Try using 
o the words from ail these activities for review word cards. 

ERIC ' I 
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TXy: Having your tutee tell you a story that you can write down. 




wny 



J Little kids love to read what they have written 1 Th^ try very 
hard with these stories. 
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CHfCtc •• 



Are the words getting too hard ? is the story getting too iong ? 
Find easier words. Perhaps, the story can be told in chapters so 
your tutee does not have too much to work on at once ! 





Would your tutee like to keep a 
box of the words he has used in 
his stories so he knows them for 
his next story? 

Who can your tutee read his 
stories to? How about putting 
a bunch of stories together to 
make a book ? 
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TRi: 

Writing a story together -- you do 
0 paragraph and then your tutee 
adds to that and then you add to 
what he soys, etc. 

Some tutees like this way of 
starting story-writing, because 
they don't have to think of the 
whole story themselves, but 
they still have the fun of 
reading something they have 
written. _ 

Could your tutee make up another 
chapter all by himself using the 
word cards and you to help him ? 
Would he like to record or type 
er|c) the stories? 



If the words are hard, tell your 
tutee the ones he can't get so 
he doesn't feel that he is 
expected to know them . Wou id 
making cords of the important 
words help ? 
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T^y: 

Having your tutee make up his own ending to the story you are 
reading with him before you finish it. 

vi^yy* 

Tutees who do this work hard on the words in both stories so they 
can see how they are aiike and how they are different. 

CH£CK^ 

If your tutee has trouble thinking 
of an ending, maybe some 
questions from you might help 
.... "How was the boy feeling 
when he lost the letter?" "If 
you felt mad like that, what do 
you think you might do ? " " Whom 
would you tell about it first ?" 



cards for the hard words so you can use them in other 
fr endings. Write nn ending for a story and have your tutee begin it. 






30 

V^y: 

Letting your tutee bring in 
what he wants to read. 




He'll try hardest on what 
^ picks. 





18 « 
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eitfCK^ 

If he brings something too hard, you con talk about it, look at the 
cover, discuss the pictures. If he wants to try reading it, take 
turns -- and help him right away with all the words he doesn't 
know. 

See if you can find parts of the book your tutee can read. Or write 
part of it over in easy words for him (his reader can show you the 
kinds of words to use). 



P^. He may forget to bring something so 
be sure you have something else 
planned ! 



o 
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Playing "Correct the Tutor." You 
write something on o card and 
your tutee tells you if it makes 
sense or not. 






Tutees love to play "teacher." They 
read these cards very carefully and 
get good practice in thinking about 
what they read. For example, what's 
wrong with, "Tommy was cold. It 
had been snowing all day. When he 
went inside, he took off his coat and 
hot and had some ice cream to warm 
himself up." 



If you make the same kind of "mistake" several times in a row, 
young tutees will have an easier time getting the idea. 
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LKTtl^. 

Could you help your tutee moke up some "Correcting Games" 
to try on other people? 

191 , 
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games. For example, "What does May have in her 
I ' purse?" or "What's Jim thinking of right now?" 



V/HY! 

You r futi 



thinking of right 

-a 



Yourfutee wiil iearn new words 
as he answers or writes down his 
guesses. 

CUtK.-. 

is your tutee learning new 
words and adding new word 
cards to hir coiiection ? For 
review, iet him guess what is 
inside several purses, so he 
will write many of the same 
words again and again. 

LArc'V- 

Piay games with the new word cards. Can your tutee make up 

ERJC56 some guessing games for you ? ; 

1.92 










"my.* 

Letting your tutee write a diary 
(which no one else will read 
unless the tutee gives his 
permission.) 

It's 0 very personal way of 
getting kids to read and write. 

As you help your tutee with the 
words he wants, can you also 
write them down on cards, so 
you can playgames with them 
together? Just writing words 
one time is not enough for 
learning them. 



O 
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Would your tutee like to write a story about something that has 
happened to him ? He could show his story to people even if he 
did not want them to see his diary. 

1 S3 
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This is a very special kind of game 
booklet. To ploy any gome in it, 
your tutee needs word cords . 
These are simply cords on which 
your tutee has written words he 
wonts to learn to read. They may 
be words he has used in activities 
described in the TUTORS' GRAB 
BAG, or they may be words that 
are important in his self-kits. 

By using the v/ord cords, you 
help your tutee see the v/ords 
often enough to be able to read 
them on his own. 



(This booklet should not be used 
until the tutee's interest in 
learning words has been aroused 
through TUTORS' GRAB BAG or 
self-kit activities. To be helpful, 
the word cards must come out of 
such activities. Similarly, this 
booklet can help only if used for 

I review of such activities, not 
apart from them. ) 
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These are just samples -- you and 
your tutee should have fun 
thinking up and making your own ! 
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&AAE5 TUTORS PLAY 

To Help Their Tutees Learn New Words Easily ! 



See 



BOARD GAMES — 

CARD GAMES 

B I NGO TYPE GAMES — — - 

ACTION GAMES_ 

FUN -FILLED FINISH_ _ 

I 

(A Variety of other Games) 
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These games are lots of fun for tutees to make as well as to play and 
to learn from. They can make all kinds of boards to go with their 
interests. They can make different things as place markers--cars 
or airplanes or rock singers, for example. You and your tutee 
can also decide together how you want to take turns. 



However your tutee decides to 
play, he must read one of the 
words he is working on before 
he can move his marker ahead 
on the board. This leads to a 
lot of learning and reviewing 
for him--while he is having fun. 

gOl 



On the next pages are gairre ideas 
other tutors have used and 
enjoyed. 



PLACES IN YOUR OWN 
NEIGHBORHOOD 




START 
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GETTING READY FOR A BIG DANCE. 
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BUYING FOOD FOR THE BIG PARTY 






FIXING UP AN OLD CAR 
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YOUR FAVORITE SINGERS ON TOUR 




2CG 




A TRIP TO THE zoo 




(For names - use those your 
tutee likes best!) 




2C8 



GOING ON FUN VACATIONS 




(Let your tutee pick which ones ! ) 
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Scaoou's 

OOT I 
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TRYING OUT FOR SPORTS 



«TNa 



TRSowr IV > 

For vHu 

Foemsfio. 



(Pick the sports your tutee 
likes most I) 
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SCoRf ^l$H IN 
1 ^K€t*ru. 




V(iN h 
Swini«W6 

Rftce 






Take all the tutee's word cards and 
put them side by side to make funny 
roods. You have to be able to read 
a word to land on it \ 











1 1 — 


W«v«w. 


TOO 


-1 






’ 1 <Utfcpj HoRC 
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FUN -FILLED 
(and HELPFUL) 



W^Y5 TD TAKE TURN 5 

Let your tutee pick his favorite. 
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Put the vrord cards your tutee needs 
help with face dow’i in a pile. 

(These words can come from 
anything your tutee has been 
writing - greeting cards, diaries, 
poems, etc. - See TUTORS' GRAB 
BAG) If different players have been 
working on different words, each 
may have his own pile. BE SURE 
EACH PLAYER HAS ABOUT THE SAME 
NUMBER OF LONG WORDS I 



Tutee turns up a word. If he can 
read It well, he counts the number 
of letters In the word. Does it have 

3 Letters? 

Move 3 spaces on the board I 
6 Letters ? 

Move 6 spaces on the board ! 



If tutee can't read the word easily, 
tell it to him, let him copy it or 
do whatever he thinks will help 
him remember it, and put it on 
the bottom for another try. 
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Make a spinner out of cardboard. 
You can attach the arrow with a 
paper fastener. 




Put the word cards your tutee needs 
heip with in a pile, face down. If 
different players have been working 
on different words, each may have 
hif; own pile. (The words can come 
from thetutee's stor’es, scrapbooks, 
gossip sheets, riddles, etc. - See 
TUTORS' GRAB BAG!) 



Have player take top card. If he 
can read the word on it, he gets 
to spin the arrow and move his 
marker as far ahead on the game 
board as it says. (See BOARDS 
YOU CAN MAKE pp 
in GAMES TUTORS PLAY ! ) 



If tutee cannot read word, put 
card at bottom of pile for another 
try. 



t 
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liAKE 

Let your tutee make small cards that 
tell what to do, such as 



1 

u 




take 






1 /-tdvg 










VOUf? 


1 3 
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Put the word cards your tutee 
needs help with face down In a 
pile. (The words can come from 
anything your tutee has been 
reading or writing - See TUTORS' 
GRAB BAG 1 ) If different players 
have been working on different 
words, each may have his own 
pile. 



Tutee turns up a word from his pile. 
If he can read it, he get to take a 
BIG BOSS card and follow its 
instructions. If he cannot, tell 
him the word, let him study it any 
way he wants, and then put it on 
the bottom for another try I 



V 






S515 



79 




A 



1 

I 



V 



I 



o 

ERIC 







Here are some sample games other 
tutors have found worked well 
with their tutees. Maybe you can 
think up some of your own. 



Making the cards for these games 
gives your tutee a good chance to 
look over and write the words he 
is working on. Playing with the 
cards makes learning and reviewing 
even more fun ! 
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Deal five word cards to each player. 
Put rest in middle, face down. 
.Reading from one of the cards in 
his own hand, First Player asks 
Second Player, "Do you have the 
word - — •?" If the Second 
Player has one or two cards with 
that word written on it, he must 
give one or both to the First Player, 
who gets to ask again for another 
word. If the Second Player does 
not have the word asked for, he 
says NO BABY and the First Player 
takes a card from the pile in the 
middle. Then it is the Second 
Player's turn. (The tutor should 
help check the players' hands to 
be sure they can read their words 
andi are playing fairly.) _ 



V 



I 



HOW TO V^lN’ 

Every time a player gets three cords 
saying the same word, he says 
"Call the doctor I I 've got triplets I " 
He reads the word to everyone and 
puts the set down in front of him. 
The person with the most "triplets" 
when the middle pack is finished 
WINS. 

IS.QNUS ^ 0 1 NTS : 

Anyone who con read all the words 
at the end of the game gets a bonus 
"set of triplets I" 



WHAT YOU 

3Copies of every word — your tutee gets 
good practice making these cords ! (No 
pictures should be on the cords. ) 



HJxTfUU HMTT; 

if you play this with your tutee, you 
can help him win if you do not ask 
him for the words you know he has. 
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Deal all the cards face down In a 
pile to each player. Then each 
player turns up one card. The 
player whose card starts closest 
to the letter a In the alphabet takes 
the other cards. (Player with 
the word love, in the above 
pail - love set, gets both words. ) 

If both words start with the same 
letter, you have a WORD SCRAMBLE! 
Each player puts two cards face down 
and then turns a third card up. 

The player whose word starts 
closest to the letter a wins all the 
cards involved in the SCRAMBLE. 
(Player with the word bus won 
the SCRAMBLE above). 





.xr 



A 



Htiw 

The picyer ending up with the most 
cards wins. 





WHAT NCEp; 

Tutee's word cords. Each tutee con 
bring his own. 

ReL<^L HiNTj : 

Having your tutee moke on oiphabet 
sheet mokes the gome easier. 
Setting a time iimit for playing is a 
good idea ! 
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HQwna hj^Y: 



Deol all the cards out. One ployer 
will have more than the others 
because he will have the SKIP 
card. One player draws a card 
from the hand of another. If he 
is lucicy. he will pick a match to 
one in his hand. He can then 
put down all the pairs in his 
hand. But if he is unlucky, he 
will draw the SKIP card. He 
should then shuffle his hand 
so no one will know which card 
is the SKIP card. Then someone 
else draws a card from him. 

Keep going until all pairs of cards 
are matched and someone holds 
only the SKIP card. 
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MOW Tfl WiN; 



Don't end up with the SKIP cord. 


ugL-rpUL HINTS 


WHAT YOUNgPf> ; 


Be sure the back of the SKIP card 
looks exactly like all the other 
cards. 


copies of every card and a SKIP card, 
which may be as ugly or funny as 
the pupil who makes it desires. 


There is no my to know who will 
win this game. If you think it 
is bad for your tutee to lose too 
often now, perhaps you should 
try TRIPLETS or some other game. 
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ON •pnHttHTiWTtON* 



Give both players aiKHTinulora' 
set of the word cords (the words 
in each pile must be exactly the 
same). Players spread cards face 
down in front of them; the tutor 
puts hers face down in a pile. 
Tutor then turns the first card 
over. Whichever player can read 
the word to himself and then find 
his card of that word first, gets to 
read the tutor's word and make a 
pair for himself. 



«asiTaviiN* 

The person with the most pairs when 
the tutor comes to the end of her 
pile WINS! 

Anyone who can read all the pairs 
gets to add a pair to his final 
number. 

WHAT YBil 

cards for each word - your tutee 
gets good word review when he 
makes these cards. 

Hint - 

This is not a good game to play with 
too many words, so pick those your 
tutees need help with most ! 

^24 
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I Put all the cords face down on the table. The first player picks 
two cards. If he can make a compound word out of them 
(workman, for example), he gets to bring the " lovers" together 
and keeps them. If he cannot, he turns them both back down. 
Then the next player tries. 
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WH^r V Qt* N6Ji • 

Cards made from compound words 
- one card for each half of the 
compound word. 



Mtiw TQyJi^: 

The player with the most "lovers" 
at the end - when all cards are 
up - WINS. 

»g‘iNTg ; 

Anyone who can read all the 
compound words gets to add a 
bonus set of "lovers" to his 
total. 

o 
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Since different words may be made 
each time, there may be a few 
cards left at the end that are not 
"lovers". These should be ignored. 
Do not use more than 20 cards. 
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Each tutee takes the top five 
cards from his word pile. The 
one who storts as " Simon " soys, 
talking to another player. "Simon" 
says read o word that starts with 
the same sound as this one" - 
reading one from his hand, if 
the second player has a card in 
his hand that starts with the 
sound, he reads it and gets to be 
"Simon", if he does not, 

" Simon " takes one of the second 
player's cards, and gets to be 
" Simon " again. A limit should 
be set on the number of times in 
a row a person can be " Simon ". 
When a player's five words are 
gone, he may take five more from 
his pile. No one should ask the 
same sound twice in a row. 



Sip UNM 

MOM 

Tne person who ends up with the 
most cards wins. 

teONMe QU110‘‘ 

Anyone who can read all the cards, 
at the end adds 5 to his total score. 

A word card pile for each player. 

Not all the word cards in a pile 
always get used, so be sure the 
most important ones are on top. 
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These gomes ore excl 
They also provide o g 
for word review by yo 
J words must be wi 






times each for most of the gomes. 
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IV\ake3or more BINGO BOARDS 
with<S" rows of«rlquares each. 
Mark the middle square FREE. 



Qt Pickd.V of a tutee's word cards 
and copy the words onto the 
first BINGO BOARD. Then put 
the same words on the other 
two BINGO BOARDS - but be 
sure they are In different rows 
from those on the first BINGO 
BOARD. 






wiU 




\»ias 


4Xf 








rwwb 






»fre 


W/ 






war 




frietii 


WCA^V% 








uV\ci^ 




cuVc 



3 1 

Cut up slips 0: paper about the 
size of the squares to be 
markers. 
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•Give each player a BINGO BOARD y t The first player who covers five 
* ' words in a row in any direction 

and who CAN READ ALL FIVE 
WORDS is the WINNER. 

3* Shuffle the A^/word cards. 



Then pick the top word card and 
hold It up. The players then 
cover the word on their BINGO 
BOARDS with - paper markers. 
If a player is not sure what the 
word is, let him ask now. 



tjaTEi 

Tutee should enjoy helping to 
make the BINGO BOARDS - 
and get good review too 1 
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SouNP B/NSO. 

Oi Players should decide what to 
** focus on - the beginning, 
middle, or end sounds of words 
- so that the game will not 
become too confusing, 



1 ! This game can be played by any 
tutee who has a pile of word cards. 
All a player needs to do is make a 
sound board like the one above. 

Be sure that the letters are in 
different places on the different 
boards. 



2? The first player draws the top wora 
card from his pile, and reads the 
word aloud. If the word begins (or 
ends - whatever was decided) 
with a sound like that of a letter 
on his board, he covers that 
letter with a marker. 






.* The first person with five letters 
in a row covered by markers WINS 
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The first player to cover his board 
WINS. 

o 
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Make a board of pictures that go 
with the tutee's word cards (your 
tutee should have fun doing this 
himself or helping you). It is 
better to make only six or eight 
squares on each card - and 
have several cards - than to 
crowd too many on one. 



When each player has at least 
one PICTURE BINGO card, tutor 
holds up a word card from the 
first player's word card pile. 
Player reads it and if he has a 
picture of it on his PICTURE 
BINGO card, he takes the word 
card and covers the p'cture. 
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’ Cut paper into many small slips 
and on each slip write one 
consonant. There should be 
several slips for each consonant, 
especially for those ijsderlined | 
above. | 



Tutees may use any BINGO BOARDS 
they have made (See suggestions 
under WORD BINGO, p ), 

The BOARDS need not have the 
same words on them. 



ERIC^ 
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D: Tutor and players should decide 
what to focus on - the beginning, 
middle, or end sounds of iAA)rds, 

( Doing more than one of these at 
a time can be confusing.) 



< The tutor then turns all the 
consonant slips face side down. 
He draws one of the slips and 
then makes the sound of the 
letter without saying the name 
of the letter. 





The players look at their cards. If 

any of their words begin with (end 
with, or have in the middle - 
depending on what was decided) the 
sound made by the tutor, they cover 
the word with a marker. (They may 
cover more than one word). 



S: 

The first player with Q^overed 
words in a row WINS - if he 
can read ali five words. 
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t When your tutee has two boards, 
have him give each one a number. 
Then have him write down on a 
piece of paper the number of the 
card bethinks wili WiN. ' 






: Piay the game the way it is usuaiiy 
piayed - but hove the tutee put 
markers on both boards. 
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'Make whatever kind of BiNGO 
boards your tutee i ikes - Word 
Bingo, Consonant Bingo, Sound 
Bingo, etc. (Your tutee can have 
fun making them himseif). 






Which one wiii WiN? 

Did the tutee pick the WINNER? 






o 
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other: ^iKB^ l^^5 



Are you working on a certain 
beginning sound? 

Make a game with the words you 
and your tutee think up i 





'••ag 


wSlW 












•(••rtiljg 






Vr^ifj 


M 








Wts} 






l;ki|2 






Woj 







s«n 


sho^ 


iAM 


SUVI 


sew 


Amf 


sMt 


$f^\\ 


aVic 


spin 




Jkim 




3rAp 


jVtRuU 




XcVmA 


sKcef 


StfW 


sVwtfB 




sKarf 




sV\e^ 


sfc:^ 



is your tutee trying to iearn a 
certain ending sound? Making 
BiNGO BOARDS and the 
word cards to go with the game 
might heip him. 



J 
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TO LET TOUR TUTEB WOVE AEPUN> - 

AT THE SAnE TlfAB 
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* Word cards can be made whenever 
your tutee meets new words in his 
reading. See TUTORS' GRAB BAG 
for fun suggestions. 



Walking a big step down the lines 
in the hall to the finish - every 
time one (or three or five) of the 
word cards * are read correctly. 



(Lines can be marked off with long 
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Acting out the directions written 
on the DO TH I S cords. 



er|c 



You and your tutee con moke the 
"DO THIS" cords together using 
os many of the words your tutee 
has on his word cards as you can. 
For example, if your tutee has 
been working with the words chair 
and money , you might make a 
"DO THIS" card saying, "Get a 
piece of paper. Put it on a chair. 
Make some play money. Leave the 
money on the chair." 
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Bw(^/e Intp: 

Bl& plKCU I 

Sit the players around a table. 



Turn face down all the word cards 
(made any time your tutee meets 
a new word to work on - See 
Ideas in TUTORS' GRAB BAG). 



If his word contains the sound 
made by the tutor, he reads the 
word aloud and keeps the card. 

If he can't hear the sound or 
can't read the word, he puts 
the card back. The one who 
ends with the most cards WINS. 




Tutor says a consonant sound. 
Each player picks up a card and 
reads it. 
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Having tutees be words that other 
tutees have to guess. Tutee reads 
silently what he is to act out - 
for example, "You are a tree." 

The other players ask questions 
such as, "Does your word rhyme 
with ball ? " or " Does your word 
start with the same sound as 
Tom ? " Whenever a tutee discovers 
one of the sounds in the word, the 
person acting has to give a new 
clue to another sound in the word 
or to the word itself. For example, 
if the word is tree, he may wave his 

arm to get across the idea of branch. 
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HwiMS !(^Td: " THE LONG PULL 



Take c long, long piece of paper 
( iheif pope*’ is good - or glue 
pieces together) ond fold it over 
and over. 

Have your tutee write the words 
he is working on in the squ ires 
between the folds. 

Fold the paper again. 



How far away from you can he 
pull, if he is allowed to open a 
new flap each time he reads a 
word correctly ? 



1er|c 
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" I HAVE AN 



INTP : 

IDEA" 





Tutor says, " I'm thinking of 
something I con see. 

It begins with the some sound 
os "water." 



Tutee gees and stands by what he 
thinks tutor has in his mind - 
the window or vjall, for example. 



If tutee guesses right, he gets to 
choose a new object. 

245 



If he is not right, next player 
gues'-es. 
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Buins Iftrp 

(Two players are needed who 
hove been working on the 
some pile of word cords. ) 



Look through word cords ond 
divide them into two sets, such 
os things people con buy and 
things people cannot buy or 
things you con see and things 
you cannot see. 

Try to have the sets fairly even. 

Shuffle the cards well. 

Pick one player for each set. 



Tutor holds up first cord in pile. 
Say it is the word air, for example. 
The players read the word to 
themselves. If the word belongs 
in atutee's set, he jumps up 
and reads it out loud. If he is 
correct, tutor holds up next card, 
giving first card to the successful 
player. 



If wrong player jumps up, he is 
"Out" and game is over. The other 
tutee WINS - if he can read the 
word. 





g4« 




IHtp: 

(At least five players are needed, 
each with his own word cards). 

Mark off on the floor a miniature 
baseball diamond, with a pitcher's 
mound, bases and home plate. 
Have each player lay his pile of 
word cards, clearly marked as his, 
beside the pitcher's mound. 
Choose a pitcher, and a batting 
line-up. Pitcher picks up word 
cards of first batter and holds 
one up. If batter reads it, he 
goes to first base and next 
player comes to bat. 
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A piayer who cannot read his word 
card strikes out and becomes the 
pitcher, and the old pitcher joins 
the batters. Player who gets to base 
most often WINS. 



(Tutor should keep score and make 
sure pitcher uses right word cards 
for each batter. ) 



^//vishI 

mut EKV-SW TO W.M * 

NnMTW yOUR WQRO CARfrB 
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^■vctUI^E tncK-liP"! 

Let the players hove fun making 
as many picture cards as they feel 
like (at least five each). Stand all 
the pictures up. 




Give each player a chance to look 
at all the pictures, so everybody 
knows what each one is. 

Each player then turns his word 
card pile face down. 



The first player picks up his top 
card. If the word on it begins 
with the same sound as a word 
that describes one of the pictures, 
he places it to the left of that 
picture, reads it aloud, and draws 
again. If the word ends with the 
same sound as one describing a 
picture, he puts it on the right 
side. This player keeps turning 
up cards until he picks one that 
does not go with any picture. 

Then the next player takes a turn. 



Any time a player puts the second 
card by a picture, he takes the 
picture. 

The player with the most pictures 
WINS. 
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This is a game to piay with tutees 
who iike to write their own stories. 



Hove oii the tutees agree how iong 
they are going to write. Check the 
dock when they start. 

Each tutee may hove his word cords 
in front of him. He may copy from 
them, and may ask the tutor for 
heip. 



When the time is lip, aii stop. 

Each piayer reads his story out 
loud, and the tutor keeps a record 
of the number of word cord words 
used. The player gets a point for 
eoch one. ( If the same word is 
used again, it is not counted 
twice. ) 



BONUS: 

extra points are given to the best 
story. 




NOTE: If all of a player's word cards came 
from one story, be sure he does not 
use that story in this game. 
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Have players make a football board 
like one above. 



Make a paper football marker. 



er|ci6 




525 '* 



7V0 71EAMS 




Divide each player's word cards 
into two piles - a pile of words 
that are probably hard for him 
and a pile that are probably easy. 
Call the harder pile " 20 Yard 
Words" and the easier pile " 10 
Yard Words". 






Put the football marker on the 50 yard line to start 



Team A decides whether to try for 
10 yards or 20 yards, then picks 
a word from the proper pile. If 
the player reads the word aloud 
correctly, the football is moved 
10 (or 20) yards "down the field." 
If the word is not read correctly, 
the ball stays put. 



Team B then gets its turn to pick 
a 10 yard or 20 yard word. If the 
player reads the word aloud 
correctly, the ball moves 10 
(or 20) yards back "up the field" 
toward Team B's goal. 



The first team to get the ball across 
its goal WINS. 

BONUS POINT: If winning team con read its next 

"20 yard" word. 



Ubtien an^ 

Each player brings his word cards."' 
With the tutor's help all players 
write out sets of directions - to 
listen to and follow - for example, 
one player may write : " Hold up 
your pencil in the air until I soy 
ready ! Then put it under your 
chair." Another player may write, 

" Draw a circle on your paper every 
time I say wait, turn your paper 
over." , 



Kjt Every time a player uses a word 
from his word cards in his 
directions, he gets 2 more points. 

( In the directions players wrote 
above, the words air, until, ready, 
under , circle, every, wait, and 
over were card words. 

The player with the most points 
at the end of half an hour WINS. 



BONUS; 5 extra points for the best set 
of directions. 



The players take turns reading 
directions to each other and 
following the directions. Every time a player follows the 
o directions perfectly, he gets 5 points. 



Wal^|> DHEPKEKS 

Tutors have found two ways of using 
the ordinary game of CHECKERS to 
review new words. Maybe one wiii 
gppeai to vour tutee. 



One way to piay is to copy or type 
words from the word cards onto 
smaii pieces of paper that can be 
scotch taped to checker board 
squares. Each piayer must be 
abie to read the word on the 
square before he can move a 
checker to it. (This way of piaying 
works best with tutees who have 
been working on the same words. ) 



Another way to piay is to require 
that a piayer must be obie to read 
the word cord he turns up from 
his piie before he can move a 
checker, if he wants to do a 
doubie jump, he must read two 
cards. (This way of piaying can 
be used with tutees who have 
different word card piies. ) 
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kiB LSTTnH fiLL- 

One tutee picks a letter and makes 
a large copy of it on a big sheet of 
paper. 



Other players each write down on 
a piece of paper how many word 
cards they think will start with 
that letter. They give their guesses 
to the tutor. 




er|c120 
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When all the words have been read 
and written, they are counted. The 
tutor shows the guesses. The 
player with the closest guess WINS. 




If anyr^ne can read all the words, 
he may add 5 to or subtract 5 from 
his guess. 



257 



r 



WQf^j> l^a ri/^a^S 

Let your tutee make "dominoes" 
by writing two words from his 
word cards on each one. Be sure 
the words on one domino do not 
start or end with the same sound. 
(Help your tutee understand that 
the imports it sounds for this game 
are those he hears - the last 
sound in the word house above is 
the s sound, not the silent s). 



Divide the dominoes into 3 piles. 
Each player »houid have at least 
lO and there should be lO in an 
extra pile. Al! should be face down. 

o , 
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The tutor takes the top domino 
from the extra pile and puts it 
face up on the table. 



The first player picks the top 
domino from his pile and reads 
it out loud. If either word on 
the domino has the same 
beginning or ending sound 
(last sound heard) as the 
domino on the table, he places his 
next to it. 
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Then he picks another 
domino from his pile and tries again. 
When he cannot put a turned-up 
domino anywhere, it is the other 
player's turn. 



5V 

If both players have had 3 tries at 
matching a word to a domino on the 
table with no luck, the tutor draws 
another domino from the extra pile, 
puts it face up on the table, and the 
game starts again. 



The first piayer to get all his 
dominoes out on the table WINS. 



[ Anyone who can read all the words 
on the table when the game ends 
gets a bonus. 

O 
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Youth Tutoring Youth 
A Manual for Troiners 



By Consultants to Youth Tutoring Youth programs: 
Gerald Weinstein, Director 
Charles Ungerleider, Staff Assistant 
Frederick Preston, Member 
Chad Osborn, Member 
Langston Bannister, Member 
of the Center for Humanistic Education 
School of Education 
University of Massachusetts 
Amherst, Massachusetts 



Mary Conway Kohler, Director 

NATIONAL COMMISSION ON RESOURCES FOR YOUTH 

36 West 44th Street 

New York, New York 10036 

(212) 682-3339 

The materials presented herein were developed pursuant to a Grant 
(OE G-0-9-187018-3666 (725) of the U.S. Office of Education of the 
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INTRODUCTION TO Y. T. Y. TRAINING MATERIALS 



I. WHATISY.T.Y.7 

Youth Tutoring Youth is a oross-age tutoring program that has 
been going on for several years in city eohools throughout the nation. 

The typical Y. T. Y program involves giving an "under-achieving" 

Junior high school student a new role of responsibility — that of 
tutor. In addition, Y. T.Y. establishes a new relationship between an 
older tutor and a younger underachieving tutee. For the tutee this is a 
special experience of having an older kid listen to him, pay attention 
to him, and share experiences with him. 

Most people expect tutoring to focus entirely on reading, writing, 
arithmetic — on skills that the tutee needs help with. Sometimes 
teachers will put the program down, saying to themselves, "What do these 
tutors know about teaching reading?" But looking at past and present 
Y.T. Y. programs we'd say that we don’t expect tutors to compete with 
professionals in teaching basic school skills. Although tutors and tutees 
do read, write, and do math together — Y.T. Y. really expects the tutor 
to be something very different. The main focus is really on the tutoring 
relationship — on the human relations between the tutor and tutee — rather 
than just on the skills by which these students are labelled "low- 
achievers" or "under-achievers. "In the program outlined in the pages 
of this training package we ask the tutors and tutees to develop a relation- 
ship and to develop new kinds of learning about who they are and how they 
connect with the world around them. 

In other words, Y. T. Y. is tutors and tutees learning to see them- 
selves in more positive ways -- in addition to the focus on reading, writing, 
arithmetic. The basic philosophy of this is that the more the tutor or tutee 
gets a positive definition of himself and the more competent he feels as 
a human being — then the more open he will be to whatever reading 
Instruction goes on in the regular school. By enhancing the student's self- 
esteem, his own self definition, you are making him at least more ready 
to acquire those skills you want him to have. 

One major emphasis of these materials comes from a variety of 
suggested activities that use "SELF as content. " That is^we seek to use 
the child's own experience and interests as the staging point for instruction. 
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For tho tutee^he will be able to say I am stadying about my interests, 
my likes, ihy feelings, my sensations, and the way I experience the 
oommunity around me * rather than how other people or characters in 
books experience the community around them. Thus a key purpose in 
Y.T. Y. is to get the tutors to help their tutees understand that they already 
know things. Instead of having the tutees learn words from a workbook 
they can discover words in their own neighborhood. You can play a 
particularly important role in convincing tutors that it's all right to take 
this different approach — that although they may not think of school as 
fun, they can think of learning as fun. The tutee can learn while playing 
a game, or taking a walk and naming objects he sees in his neighterhood. 
Most ot all^you can help the tutors and tutees see that it is quite legitimate 
for the student himself to be the central figure of the subject matter — 
that his learning can grow out of who he is, what he likes, sees, and feels. 

There are many more reasons why Y.T. Y. should be different from 
the regular school day. Perhaps listing some of them will help you feel 
more comfortable about getting the tutors involved in the workshops and 
activities described in this package. 

1. The more activity Y. T. Y. workshops involve, the less it 
will seem like the same pattern of sitting and listening 
they have in school. 

2. People tend to put more energy into activities they have a 
role in developing. As you will see, these workshops are 
structures for helping the tutors develop specific aspects 
of their tutoring program. 

3. It is a key evidence of trust in the tutors to place tutoring 
responsibilities in their hands. Based on experience and 
research, we believe that most tutors will achieve new levels 
of responsibility and pride when they are given responsible 
roles. 

4. A high level of tutor involvement makes the tutoring program 
more fun. Y. T. Y. has serious purposes but even though it 
is not for fun, it can be and should be fun to work in these roles 
and activities. 
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n. WHATISINTHIS'*PACKAGE?'' 

The following pages are the detailed plans for the first few weeks 
of a tutor-training program. We tried several formats before settling 
on this one. Hopefully it can give you enough of a picture of how to run 
each session or workshop. Some portions are boxed in; these are word- 
for-word soript versions of what we think would be appropriate to say. 

We suggest you read them over a few times before each session. You 
may want to stay pretty close to the text; or you may want to underline 
or outline the main points to be used as notes. Some people have a vexy 
natural style of leading and speaking before a group of tutors, and may 
prefer to speak their directions in their own words. Do what you think 
best and what you feel the most comfortable doing. 

We have also tried to indicate with a * In the left margin the 
points where you need to make special advanced preparations, such as 
obtaining certain materials. The best way to see what the package includes 
of course, is to read through the sessions and workshops. ^ 

In particular, we hope that the ideas and suggestions included in 
these pages will encourage you and the tutors to use many self-made | 

materials based on your and the tutors' own ideas. These workshops 
are meant to be something like launching pads — and a lot of the "space 

exploration" you do will use the fuel of your own energy and ideas. But, ^ 

hopefully, these workshops can help you get off the ground. 



in. WHAT IS MY ROLE AS TRAINER ? ^ 

We assume that the person reading this will be in charge of training F 

the tutors. We have called you "the trainer" in the workshop directions, 
but you may prefer to call your role something else. What we have !n 
mind as your role is not the role of teacher, however. A central belief of 
Youth Tutoring Youth is that everyone who is involved has important ideas 
and experiences to put into the program. The focus is on the tutoring 
programs that a team of people are producing. We might diagram the 
relationship like this: 
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To emphasize that you are working with the tutors rather than 
above them, we suggest that you do many of the workshop activities — 
such as the collage in session I ~ along with the tutors. As far as 
being a trainer, your function is to try to use the package with the 
tutors as a means for rotting the tutors into the act. We think this will 
become clear as you get into the workshop sessions. 

You will note that the trainer takes over more and more from the 
package after the first week. I^rticularly as you use the brainstorming 
and creative problem solving workshops, or role-playing, you will 
probably find that tutors can take over more and more responsibility 
for deciding what the training workshops should be about. Your job will 
then be more to help the tutors use techniques that enable them to discuss 
their concerns and find ideas to solve any problems they have in tutoring. 





















IV. ANYTHING else? 

YESl One last and very important thing we need to have you do is 
to help us know how well these particular materials help you get your 
tutoring program going. There are evaluation forms following each 
session. At the end of each week would you please mail the completed 
evaluation forms in the envelopes provided along with the package. A 
completed evaluation form is included at the end of this introduction as 
an example of how it might be filled out. We suggest you involve the 
tutors in evaluating these sessions, too. You will also probably want to 
devise some way for tutors to evaluate how their sessions with their tutees 
are going. 

/ 
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Based on past experiences with Y.T. Y. groups^we have good 
reason to believe these workshops will work for you. But we are also 
always trying to improve our materials and build on suggestions made 
by people who work with them. With each person and each program being 
unique, we can only know how well you find these materials work if you 
help us in their evaluations. / 

There is one more reason we hope you will make use of our 
address. We know from past Y. T. Y. programs that tutors invent many 
effective materials for tutoring. We like to know about these ideas and ’ 

have examples of them so that we can pass them along to other tutoring 
programs. But too often we Just don't hear about many of the things 
that tutors do. Could you help us? We think that tutors tend to 
underrate how gOvid their ideas are. So if you could encourage tutors 
to write to us, or send along ideas and examples from tutors' work your- 
self, ve'd be most grateful to you. Here's our address: 

NATIONAL COMMISSION ON BESOURCES FOR YOUTH A 

36 West 44th Street 

New York, New York, 10036 i 

1 

Good luck with your program. We hope you find these materials 
will help you and the tutors, and we look forward to hearing from you once V 

your program is under way! 



w 

[NOTE: Each workshop will take a different amount of time. 

Some activities can be used in one training session; 
others will take several training sessions. If you 
don't finish an activity in one session, don't be 
afraid to continue it the next time you meet.] 
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€UA(MArtk roi&tf 

Session Numbe r JL Name of Activit y QoU^afe 

1. How satisfied were you with this activity? (Please oheoli: one answer) 

A. I was very satisfied, It worked quite well. 

( ) B. I was satisfied, it worked satisfactorily. 

*( ) C. I was dissatisfied, It worked badly. 

you said that you were dlssatlslf with this activity, what 
do you think might be done to make It work better? Or if you 
don't think It could be Improved, what other activity would you 
use to take Its place ? 



2. Gould you suggest some other ways that the Youth Tutoring Youth Program 
might be Improved? 

Ye"S. X TVfidfc ‘THAT ^HOULX) WlArt \T CCEAR 
"nwTV Aettut-tie^ (jke CA»i We uiEft 

OOEA Mn> OOCll 'ES?celACU| iOhCk tutors 

A CHA*lc.f OF ‘tfEA %dt 'n'Btfe "TUIBii. 

3. We would appreciate any other comments or remarks you might wish to make. 

X oJoatte Use. •\o ^Moui PcaooT othei? tpoafaiUC 
"THAT i&i USiiUi A&T TO HEt^ TUTfeE^ 

THEiMEtcJfS . ftoaCo .we. a l»<r 

tt Atlt Abi>ec&E<:? 

Name pf Program^ ArtmOHEfcE UOUTW 7UTQg(W^ t^oqTH 

Location lOo IWA»1 STfiEgT 

Street Number Street Name 

=zrr=:___ 

City state Zip Code 
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PARTI 



WORKSHOP #l 

ACTivrry: 

DESCRIPTION: 



OBJECTIVES: 



PROCEDURE: 



INTRODUCTORY WORKSHOPS 



COLLAGE 

Throughout the program you, the trainer, will be 
enoouraged to engage in as many group activities 
as possible. The Collage represents the first 
group aotivity. In the Collage activity the 
imrtloipants paste together an assortment of 
materials to moke an artistic composition. Some 
Collages are made of pictures cut from magazines 
and pasted on a large piece of construction paper. 
Others are made of tin cans, wood, straws, or 
other materials all pasted together in interesting 
ways. Since the Collage is a product of the 
artistb imagination, no two collages are ever 
identical. 

The Collage helps the participants: 

1. Become involved in something right away, 
rather than listening and talking. 

• 2. By giving them a way to introduce themselves. 

3. To discover that they have something of value 
to contribute to others. 

4. To discover their own uniquenesses (no two 
Collages are ever identical). 

5. To discover a technique they can use with their 
tutees later in the program. 

1. When tutors arrive, explain that the purpose of 
this session is to get to know each other, 

2. Ask the tutors to take 30 minutes or so to make 
something with the materials you have provided. 
(The trainer should also make a collage during 
this time. ) 

3. After Collages are completed, here is one way of 
handling the discussion: 
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WOBKSHOP #l (continued) 



Now that you've finished your collage, look around 
the room and find a partner. (The trainer should 
also choose a tutor for his partner. ) The object is 
to interview your partner to find out what his collage 
is about. Make sure you find out enough about 
your partner's collage so that you can tell the group 
about it. Txy to ask him questions that will give 
you information that the group will be interested in. 
What things did you discover in your partner's 
collage that makes him different? What does he 
think is the most important thing on his collage ? 
After everybody has been interviewed, we will 
get together for the introductions. (The trainer 
should begin by introducing his partne^ 



A 



MATERIALS In addition to scissors and glue, which are necessary, 

and you will need at least some of the following materials 

SUGGESTIONS: or other items you can think of: 

1. Construction paper 

2. Masking tape 

3. Old magazines 

4. Scraps of yarn and string 

5. Scraps of wood (from discarded boxes or from 
a generous lumberyard) 

6. Crayons or marking pens 

7. Tin cans 

8. Empty paper cartons 

9. Scraps of fabric 

10. Shells 

1 1 . Beaus 

12. Dry leaves 

13. Straws 



) 
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WORKSHOP #2 



ACTIVITY: 

DESCRIPTION 

AND 

OBJECTIVES* 



PROCEDURES: 



GETTING INTO A TUTEE'S SHOES 
Tutors frequently ask: 

1. How do I figure out what I'm going to teach? 

2. What do I tell my tutee about what we'll be 
* doing together? 

S. How do I know what my tutee needs help with? 

T sentence completion exercise provides a way for 
^ utor to answer some of these questions for him- 
self and discover what second and third graders are 
like. 

Some trainers introduce this topic by writing the 
following questions on the board: 

1. What are second graders like ? 

2. What were you like when you were in ths 
second grade ? 

3. What did you like to do? 

4. What were some exciting things when you 
were 7 years old? 

5. What did you think of older kids when you 
were 7 ? 

6. What was school like when you were 7 ? 

What was fun ? What bugged you ? 
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WORKSHOP #2 (continued) 



MATERIALS 

AND 

SUGGESTIONS: 



Ask the tutors to think about what it wan like when 
they were seven years old [give the tutors 
the sentence completion form you have prepared 
(see below).] Give time for tutors to ask questions 
80 that they fully understand the directions and then 
let them proceed to fill in the sentences. 

After tutors have completed the forms, you may wish 
to go over each sentence, discussing it, listing the 
tutor's responses on the chalkboard and relating them 
to the questions you listed earlier. Point out that all 
replies help us to know better what second graders 
are like > and that all responses are valid. 

Listed below are 37 questions. Each trainer will probably 
select 15 or 20 from this list — or make up 15 to 20 
questions himself — to give the tutors. 

When I was 7 years old, 

1. I liked to on Saturday. 

2. What I liked best about school was . 

3. What I liked least about school was 

4. I imagined I was a ' 

5. I couldn't understand why grown-ups 

6. The girls in my class 

7. The boys in my class 

8. What really excited me was . 

9. What I liked about the city was . 

10. I thought the best time of the year was 

because 
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WORKSHOP #2 (continued) 

1 1. And if I could have spent all afternoon doing anything 
I wanted to, I think I would have 

1 2. The place I liked to visit was . 

18. I got soared when . 

14. Every time I would walk down my street I felt 

16. Older kids were . 

1 6. At my home we 

1 7. School was . 

1 8. The people on my block were 

19. I liked to go to . 

20. I got scared every time I 

21. I looked forward to the times when _______ 

22. My friends and I liked to . 

23. In school I thought about 

24. In school I felt 

25. I got angry when 

26. When I got home from school I thought about _____ 

27. I noticed on my way home from school. 

28. The things in my home I used most were 

29. The things in my home which I liked the most were 



30. I spent most of my day 
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WORKSHOP #2 (oontinued) 



81. I remember . 

82. Most of my friends in the second grade were 

88. It was always taa for me to . j 

84. When sohool was owt we always liked to 

* before going home. 

85. Getting to school was usually . 

86. The best thing that happened to me in school 

was . 

87. My teacher was usually to me. 

A 

The following paragraph contains the instructions to the 

tutors for the exercise. You may wish to read them 

to the tutors, write them on the board, or on the ' 

top of the list of questions you give the tutors. 

V 



Listed below are some sentences. Read a sentence 
to yourself. Close your eyes and ask yourself: 

"How would I have answered that when I was in the 
second or third grade ?" When you think of an answer 
write it down in the blank space and go on to the next 
question. There aren't any right or wrong answers 
because everyone has different experiences. Answer 
these questions like you are in the second grade. 
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WORKSHOP #2 (omUnued) 



ACTIVITY: 



DESCRIPTION 

AND 

OBJECTIVES: 



WHAT’S GOING TO HAPPEN TOMORROW? 



This is your TUTOR’S HANDBOOK (Hand 
out Handbooks). You will notice that there 
aren’t many things in this book, not yet anyway. 

The Handbook is designed to help you plan what 
you and your tutee will be doing together. Some- 
times it will help you to think of some interesting 
way to help your tutee, but sometimes you won’t 
think the ideas are usefiil for what you want to do. 

The Handbook is mado so that you can add your 
own ideas or change an idea to fit your plans. 

Your tutee is different. He needs to learn 
something different than someone else’s 
tutee. You are different from other tutors. So 
what you plan for your tutee will be different 
from what other tutors are planning. 

One of the things you’ll have to do today is decide 
what you will do when you meet your tutee tomorrow. 
You might want to consider the Collage as one possibl;. 
activity. Take a few minutes to look over this ide^ 

In your Hantibook; and then let’s make a decision 
about what we will do tomorrow. (Give the tutor s a 
few minutes to read over this section In the Hand- 
book — time to raise questions about it or perhaps 
reject it and select another, or plan one themselves 
with your help. ) 
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WORKSHOP #2 (continued) 



One more thing you will need to explain to the 
tutors today is that they will be walking home 
with their tutees at the end of the next session. 
The sentence completion work and taking the 
tutee home are intended to give the tutors a 
clear impression of what second graders are 
like in general, and what their own tutee is like 
in particular. The following should help you 
decide how you'll explain these matters to the 
tutors. 



We've Just done some sentence completion 
exercises to see how we think we felt about 
certain things when we were in the second 
grade. At the end of the next session you are 
going to walk your tutee home. This will give 
you a chance to check out the way he would 
respond to some of the same questions -if you 
want to do that. Try in general to get an idea 
of what it's like to be in your tutee's shoes. 

Try to remember what you see and experience 
as you talk to and listen to your tutee. 

Later, when you're tutoring, you may want to 
come to such things as where the tuteo 
lives, what he sees, how he feels about the 
things around him. You could have him draw a 
map of his neighborhood, name objects, describe 
buildings. The more you can build the tutoring 
lessons on things that are real to your tutee — 
that really are a part of Ms life — the more he's 
going to feel like Ms experience is worth some* 
thing and you care about him as a person. 

Tomorrow, Just try to get uome solid first 
impressions of your tutee. You'll have a chance 
to do some of this in the session, and then some 
more time wMle you're walking Mm home. 

O.K. ? — Do you have any questions? 
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WORKSHOP «S 



ThU spaoe provided for the aotlvlttce you plea for thle Workshop. 




WORKSHOP M 



* ACTIVITY: 


TUTEE'S WORLD 


DX8CRIPTION 

AND 

OBJECTIVES: 


The beginning of Session #4 is designed to help the 
tutor become aware of what he has learned about 
his tutee in Session #3 (especially what he learned 
about the tutee when taking him home) which will 
assist him in tutoring. The best way to do the 
above is to provide the tutor with a vehicle to do it 
which he oan both note and use what he has learned 
about his tutee. Thus we suggest that Session #4 
begin with qos of the games listed bolow. 


PROCEDURE: 


GAME#l 

METAPHORS 

Let's sit in a circle. If your tutee could choose 
to be an animal, what k:ind would he be ? A oat, 
mouse, tiger, lion, horse, panther, elephant, 
etc. ? Take a minute to think about what you 
know about your tutee — How did he act on the 
way home? What did he talk about? What did 
he look at around him that he talked about? 

Now that you've had a chance to think of the kind 
of snimal let's find out what it is. One person in 
the circle can be the starter. The starter should 
give the name of the animal and state briefly 
wby he thought his tutee would choose to be that 
an^al. Keep going around the circle until 
everyone has had a chance. 
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WORKSHOP #4 (continued) 




GAME #2 

WHAT'S IN THE BOX? 

Hftve the tutors all seated in a drole. Give 
each tutor a box filled with approximately ten 
items. The same items should be in each 
box. Examples of some items you might 
include in the box are a crayon, a sheet of 
green paper, sheet of red paper, marbles, 
a tin can, a book with pidtures in color, a 
book with black and wldte pictures, a ball, 
chalk, a 45 RPM record, clay, comic book, 
ribbon, a leaf, a pencil, p. baseball cap, a 
picture of a dog, and a pocket mirror. 



Using what you know about your tutee through 
the time you have spent with Mm^select five 
items from those in the box which you think the 
tutee would have in the box if it were his. 
Take a few minutes to think about this. 

Now that you have had time to think, take all the 
items out of tlie box except the five you have 
selected. One person in the circle can bo the 
starter. The tutor who starts should name one 
item he has in the box that he thinks tells the 
most about his tutee and explain briefly why his 
tutee might have it in the box. Keep going around 
the circle until everyone has had a chance. 
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WORKSHOP #4 (continued) 



ACTIVITY: 



DESCRIPTION 

AND 

OBJECTIVES: 



GAME #3 

WHAT'S IN THE BOX? 

Played the same as above, except Instead 
of having real items in the boxes, the 
trainer puts a list of items in each box. 
The tutor is then asked to check the items 
on the list that he thinks his tutee would 
have in his box. He explains the reasons 
for his selection as in the above game. 



GAME #4 
POCKETS 

The Pocket Game is played the same way as 
the Box Game (with no items). The only 
difference is that the tutor is asked to check on 
a list those items he thinks bis tutee would 
have in his pocket. He explains the reasons 
for his selection as in the above game. 



WHAT'S IT ALL ABOUT ? 



The discussion time here and in Session #5 is intended to give 
3TOU and the tutors to explore your anxieties, questions, 
and concerns about the program and about your role in 
it. You may want to get this discussion started by 
using your own techniques. Some people have a natural 
and beautiful way of stimulating discussion. Or — you 
might want to use one of the five suggestions listed 
below. 
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WORKSHOP #4 (continued) 



SUGGESTION #l 



Now that we*ve had some time together and we*ve 
met our tuteee, let's look at what we think the 
program is supposed to be or how we feel we will 
ftinotion in the program. You have what your 
oounsel'or told you about the program — you've 
had a ehanoe to read some things, and to see a 
film about tutors in another program. . . and you've 
met your tutee. So use all that — and your own 
ideas and let's disouss wbat we want to get out of 
the program — what we want it to do for us and 
what we want to do together and with the tutees. 



SUGGESTION #2 



I'm going to ask you one question — and then I'm 
Just going to listen. You disouss this question and 
listen to what each other says. You can ask each 
other questions or make additions to what someone 
else says, Just try to get as far as you can in 
about 20 minutes — and then I'll ask for a summary 
of the main points that you brought out. O. K. — 
Here's the question. Take a minute to think if you 
want, and then when someone is ready, begin 
discussing. 

What is this program all about? What are you doing — 
and what are we as a group doing ? 



A 



I 

I 
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WORKSHOP #4 (continued) 



SUGGESTION #3 



Suppose we had a computer that could answer any 
question we asked about this project. It could 
tell us what the program was about, what would 
happen, what each of us would do, and it oould 
solve ai^ problems we might have with our tutees. 
This computer oan answer any question at all. 

And let's say today we have Just 30 minutes to ask 
the questions we want, so that later this afternoon 
we'U feed the questions into the computer and have 
answers ready for tomorrow's session. In one half 
hour ask any and all questions about the program or 
our role in it. What questions would you want the 
computer to answer? 



/N 



SUGGESTION #4 



♦ 



For the remaining time today and for our meeting 
tomorrow we all have a chance to ask questions about 
and discuss any aspect of the tutoiiug program or our 
role in it. To help us get started, we'll use a 
technique called the "Question Lottery. " Here's what 
we do. I'll pas^ out some strips of paper (Prepare 
these ahead of time. ) Each person writes any question 
he'd like to have discussed or answered — use a 
separate strip of paper for each question. We'll take 
10 minutes for this. Then we'll collect all the strips, 
put them in a pile, and pick out one question at a time 
to discuss. Don't worry about one of your questions 
being the same as somebody else's. If we draw a 
question we've already discussed. I'll just ask if there 
are any additional comments to what we've already said. 
For the questions we don' t get to today, we can use 
time tomorrow and discuss them. O.K. ? Here's the 
paper — write the questions you'd like to discuss. 



V- 
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WORKSHOP #4 (oontinued) 



SUGGESTION #5 



For the time left today aod for most of our meeting 
tomorrow, I want ail ofuB to have the chance to raise 
whatever questions or concerns we have about 
tutoring. One way that might help us get into this 
is to use a technique called ''Press Conference " 

I need five of you to volunteer to be our panel — who 
will discuss the questions — while the rest of us 
will be this new reporters who raise the questions 
for the panel to answer. People on the panel Just 
txy to answer the best you can. [Pick five for the 
panel.] O.K? - Let's start this press conference on I 
Youth Tutoring Youth.Who has the first question? | 



Depending on the way you begin the discussion, 
you may wish to have someone list the questions on 
the chalkboard. It may be that Session #4 can be 
best used to identify the questions people have and 
'Session #5 used to discuss these questions more 
completely. We recommend that you either tape 
record or make a list of the questions. 

At the end of Session #4 it may be appropriate for 
you to say something like this: 



I 

1 



V 



f 



We raised a lot of questions but got to discuss only 
only a few of them today. We'll continue in our 
next meeting — but I also think we'll want to 
keep some of these questions in mind to work 
on in the days and weeks ahiad. For some 
questions we'll have to find answers as we 
develop this tutoring program. 
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WOBK8HOP #4 (continued) 



You may want to re-read some of the parts of the 
introduction that explain the philosophy of Youth 
Tutoring Youth, if they pertain to questions raised 
in Workshop #4. As you look over the questions 
raised by tutors, you will find some would be 
particularly adaptable to role-playing (see 
Workshop #5). 

If so, you might want to set up a idtuation for 
Workshop #5, have some tutors play the roles, and 
then let the rest of the tutors discuss the variety 
of ways in which the characters might have 
handled the situation. 
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WORKSHOP #5 



ACTIVITY: 

INTRODUCTION; 



ROLE-PLAYING 

Role-playing is a technique to try out possible 
behaviors in a set situation, such as problems 
which tutors predict they might have in tutoring. 

It is thus a problem-solving activity that uses 
a high degree oi;' tutor participation. Along with 
the later workshop package on "Brainstorming 
and Creative Problem Solving, " Role-plahing 
is a key tool to encourage tutors to take a very 
active role in developing the tutoring program. 

A ftirther advantage of Role-playing is that it 

gives a way for tutors to rehearse and build 

confidence in their taking on a new role — as 

the whole role of "tutor" is presumably 

new to thorn at this point. Therefore. 

you can consider using Role-playing at any time 

tutors express anxiety about a situation that i.^ 

coming up, or when they have had a problem occur 

in a recent tutoring session, in other words, we 

hope you won't just use Role-playing as a one-shot 

workshop. 

This workshop in Role-playing is organized in 
three parts: I - The step-by-step script you can 
use to introduce role-playing here in Session #5j 
n - Additional suggestions for conducting a role- 
playing session, which you will probably want to 
read before Session #5^ in - The written record 
of an actual role-pla^'ing session. This third part 
uses a simpler situation than the tutoring situation 
illustrated in Part I. Therefore, you may want to 
use the situation of Part HI as a "warm-up"- activity 
to get the tutors started with role-playing. 
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WORKSHOP #5 (oontinued) 



We hope that you will find other oooaslons in the 
tutoring program to use Role-playing. If S 0 | 
these materials should serve as a basic 
guide. After a few times, the nine steps described 
in Part I will oome very naturally and be easy 
to remember. 

Since this entire program counts on you to evaluate 
its effectiveness and make suggestions for its 
improvements we hope that you not only will use 
Role-playing with the tutors, but also keep notes on 
how it goes and how you think this workshop could 
be better. 



PART J 



Role-playing is a technique we can use With questions 
about a situation that may be coming up in tutoring, 
or later, when you find a problem in tutoring that 
you'd like to solve. So that you can try role-playing 
today or during your planning workshops later in 
the programyhere are some directions and examples 
to show you how role-playing works. 

Step I - Describe the Problem Situation . For instance, 
here's a brief description of a problem situation that 
might happen in tutodng. The tutor comes into the 
first tutoring sessions prepared to ask his tutee 
questions to find out about his interests. He's thinking 
of questions like ’’What’s your favorite TV show?” and 
'.'What subjects do you like the best?” He hopes maybe 
the tutee will even want to make up a story based on 
one of these questions. However, the tutee is shy and 
he is a little afraid of saying something wrong in front 
of the tutor, so he has the tendency to answer with as 
few words as possible — like "Yes, " "No, " or "I 
dunno.” 
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Step 8 « Defloribe each person idvoived in the eituatlon . 

Think eepeolallv of his attitude and feeltiuie as he comee 
Into the situation . (Here yon might oall on tutors to 
give you a desoription of the tutor and tutees. For 
example: The tutor might be a 14 year old who is a little 
nervous beoause he*s meetii^ his tutee fbr the first 
time. But he's planned to ask <^estions so he oan find 
out what this tutee is Interested in. The tutee might 
be a 7 year old who is very shy and nervous about 
meeting his tutor. He's never had a tutor before and 
he doesn't saj> very much. ) 

Sl^p 8 - Choose the tutors who are going to act the part 
of the people in the situation . (We suggest you go ahead 
and actually pick tutors to role-play ibis situation. 

Ask for volunteers — If no one volunt^^ars then ask two 
tutors to play the parts. ) 

•Step 4 - Set the stage. Decide when and where the action 
happens. Set up any ectuioment that would be natural int ha 
eituatlon . For instance, here it might be after school in 
an empty classroom in the elementaxy school. Let's say 
there's a table with a few chairs so the tutor and tutoe 
oan sit there if they want to. 

Step 5 - Prepare the Audience . All of you who are 
watching whnt,*s going to happen have a role ‘U> play, too. 

You're to observe closely so you can discuss and make 
suggestions afterwards. Two questions you might keep in 
mind are - first - does the way the situation develops 
seem real, like it would really happen? And, second - 
do the actors seem like real people talking in a real 
situation ? Listen thoughtfully and we'll get back to your 
reactions in a few minutes. 

Step 6 - The role- players act out the situation . They assume 
their roles and "live" the situation - responding to each 
other's words and actions as they feel real people in those 
roles would behave. Since there is no scr i pt tellin g us what \ 
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WORKSHOP #6 (oontinued) 



the players shculd say — Just the situation — 
each player must think and feel on hie feet < i.e. , 
making up his reaotions to the situation as it 
develops and doing what seems natural to him 
for the role he's ploying) 

O. K. Let's use this example of the shy tutee 
and see what happens. " (Give a few short 
direotions to get them started. You might 
have the tutee sitting at the table as the tutor 
oomes into the room. Then, if you feel like a 
movie director, yell "Action" and let the role- 
playing start. ) 

Step 7 - Discuss and evaluate the situation acted 
out in Step JL . Did the situe.tion develop realistioally ? 
What did the aotors do that seemed to make it most 
real ? Could the situation have developed and turned 
out any differently ? What are some other things 
that might have happen d? (Note: Quite often this 
dispuitsion oomes to life quite naturally. Other times 
>ou might want to prod with questions. It is most 
important that the discussion does not focus on the 
aotors themselves. This is not a theatre exercise 
and the aotors are Just presenting the role as they 
see It, without any retiearsal. If some observers 
have suggestions for how the actor might have made 
his role seem even more real-to-life, then let him 
make it — but concentrate on what a real tutor and 
I tutee could and would do In the situation portrayed. 

As some observers — or even the actors themselves 
bring up ideas of other things the tutor could have 
tried, or other wayithe real people might have 
acted — this leads naturally to Step 8. 



A 



\ 
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WORKSHOP «6 (continued) 



Step 8 - Test additional idene and euggestione 
by acting them out, too. If the problem situation 
seems worth it, you may even want to do this 
three or four times. This is the advantage of 
role-plsyingrfaoing problems on a "praotioe 
level" means you have all the ohanoes you want 
to tiy out possible solutions. The same role- 
playbrs may want to act out the situation again, 
eluding their actions in light of the suggestions 
made by other tutors. Or, new actors may take 
over the role to demonstrate other interpretations 
and solutions. (Note: A surprising number of 
scenes can be acted and re-enacted in a short 
period of time. It is possible for five or six 
versions of a situation, along with brief discussion 
between them, to take place within an hour. Of 
course, the length cf the discussion, or time it 
takes to act out the situation, cannot be determined 
ahead of time. A discussion may last two minutes 
or a full hour. As long as the discussion seems 
fruitful — as long as the actors are working 
productively — it should be allowed to continue. 

This is an area in which you must use your best 
Judgment. The moving back and forth between 
acting and discussing can be a most effective and 
thought-provoking sequence. You'll probably 
want to maintain a lively pace to keep tutor interest 
high. ) 

Step 9 “ Summarize your observations and draw 
conclusions about the problem-situation you have 
been working with . What did this role-playing show 
you ? Are you any more aware now of what a tutor 
or tutee might do to solve a particular problem 
situation? Not all role-playing sessions will reach 
a clear conclusion. Perhaps the best summary 
might be that different people react in different ways 
to a situation — and that there is no one right way 
to handle a problem, but that sometimes one way 
might work out better than others. 
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WORKSHOP #6 (continued) 



(Note: You might summarise at the end by 
commenting on the role-piaying process itself. 

.If the group has done some things particularly well* 
tell them so. If you have some suggestions for how 
the role-playing can work even better the next time 
you use lt» make these suggestione for fhture 
improvements, too.) 



■ aci«aaacacaaB8aeiaalaaacaeaMB«aaaMaaa«t(aa«a 



(Here are some additional suggestions that might help you guide 
a role-playing session. Also^we have included the written record 
of an actual role-playing session to give you a more detailed 
pioture of how this technique works. ) 



NOTE: Please remind the tutors to bring the 
TUTORS HANDBOOK with them the 
next time they meet. 
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WORKSHOP #6 (ooatinued) 



Part n - Additional Suggestions on How to Conduct a Role- 

Playing Sosalon 

A. How do you begin ? 

1. Chat infonnally with your tutors as a group to get 
an idea of what they are thinking about, what is 
bothering them. Find out what scares them most 
about tutoring - what speoifio problems they haye. 

2. At Hrst, do not discuss what role-playing is at 
length for it may make your tutors self-oonsoious. 
Have your tutors think ^out some problems they 
might be interested in trying out. Make the problem 
poeoiflfl to make it easier to slip into the 
role. For example, if you are role-playing a tutor- 
tutee behavior problem, describe the tutee, how 
old he is, what he looks like, what happened to 

him before he arrived at the tutorial center, etc. 

In other words, set the stage. Use props if you 
have them. 

3. Begin with simpler problems, not with explosive or 
overly exciting ones. Start with common problems 
of interest to many members of the group. Begin 
actual role-playing with brief situations lasting only 

a few moments Just to start things moving and involve 
people. Encourage an easy, slow, informal 
atmosphere. Humorous role-playing situations are 
good ways of getting sny tutors into the act. At 
first it is better to avoid actual tutoring situations; 
instead, start with something more familiar (people 
riding on a subway, kids arguing over a comic book, 
etc. ) as ice-breakers. 

4. While getting started, Multiple Hole- Playing may be 
used. Here the entire audience forms into role- 
playing groups, the size of the groups depending on 
the number of participants required for the particular 
case. All groups role-play at the same time. 
Afterwards, each group discusses its results. This 
method quickly makes people less shy. 



WORKSHOP #6 (oontinutd) 



6. Another way to broaden initial participation is 
to have many people role-play one situations 
e.g. I a trainer dealing with a tutor who is 
always late. 

g. If you as trainer participate in role-playing, 
you should filnd someone else to direct ..he 
session. Some direction is needed at all times. 

7. The role-player must not break out of his role- 
playing for talking about what he is doing. You 
as director can interrupt when necessary (if 
action is lagging, if oonfidenoe is needed, etc. ), 
but esser^tially the flow of role-playing should 
not be interrupted or pl^rs will lose interest. 

B. How to get volunteers . 

1. The discussion of problems that members of the 

group want to see acted out gives some idea of 
who might volunteer. During the session, 
watch people's eyes, movements, to see who 
is becoming involved, who shows a desire to 
participate. 

2. If you build interest around a problem, you'll 
find that your tutors will be eager to role-play 
it. 

3. Don't pressure people, but try to get a person 
into the act. 

4. Don't encourage "actors" or those who are 
overly eager to try too much. Sometimes the 
sessions can be monopolized by a few "hams "• 
Ideally everyone should experience a try. 

5. Don't rush into the role-playing situation^but 
lead into it gradually. 
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WORKSHOP #8 (oontlaued) 



C. . Closing the ecsslon . 

Towards the end of eaoh session talk about 
what you have seen. Help the tutors articulate 
what they have learned from the role-playing. 

Help them see the different ways in which 
people react to situations. . . that there is no one 
light way to handle a problem but that some 
ways work better than others. Try to make 
them aware of ai^ observed movement toward 
solving a problem. The group, from watching 
eaoh other, will have much material for 
disousslon. 

D. Additional tips . 

1. As tutors become more skilled at role-playing, 
add new techniques to your supervision. As 
the role-playing Is going on, maiilpulate the 
roles; e.g. , make the tutor more aggressive 
or tbe tutee more withdrawn. Change the 
attitude of the person being role-played; 

e.g. , have a tutee who Is happy suddenly, 
become depressed. 

2. Encourage the tutors to do more surprising 
things; to move around more, start singing or 
dancing, kicking over wastebaskets. Point 
out the ejects of change of pace and movement. 

3. Have a person play someone of a different age 
or sex. 

4. Try to concentrate more on the problem than the 
behavior of the role-player. Emphasize In 
^discussion that the purpose of rolo-playiug is not 
to develop actors but rather to develop more 
effective tutors. 
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Partin- Record of pre-service training using role-olaving 
with Bupervieion. 

The following paragraphs contain a partial transcript of a pre- 
eervice training session in which role-playing was used to help 
aides feel more comfortable in their new roles as tutor- 

.. Although this session did not involve tutors, the 
approach is relevant to tutor-training and might give you even 
more of an idea on how to use the technique. 

Narrator: After first receiving an inhibited response from 

the aides, Mr. Weinstein"' tries a less direct 
role-pla;^ng exercise to relax the aides. Here 
two aides become more involved pretending 
they are two sisters arguing over what program 
they are going to watch on TV 

1st Aide: I have a show that I want to see. Annette, Johnny's 

outside playing. Would you like to go out and play 
with him? 

2nd Aide: No, I wanna watch my fdnnJes. 

1: Um, is this a good show, Annette ? (Annette mumbles 

"Yes. ") Don't you think you should go out and get 
some fresh air? 

2: I don't want to. I want to look at the ftmnies. 



1: Okay. Suppose I watch It with you for a little while. 

That looks good. Um. Mickey Mouse certainly is 
funny today. Um. Annette, would you go upstairs 
and get my scarf off the bureau? 

2: (Angrily). Why can't you get it ? I'm looking at my 

funnies (seems to feel bad - a good actress). When 
the commercial comes on, I'll get it. 



* The leader, Mr. Gerald Weinstein, from the University of Massachusetts, 
is a noted educator and co-author of The Disadvantaged; Challenge to 
Education. Harper & Row, 1968. 
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Weinstein: All right. Now you oome baok and she's got 





it on another channel now. 


2: 

1: 


What's this 7 You changed the channel. I 
don't want to look at this. I want to see my 
fhnnies. 

Oh, Annette, watoh this for a. . . 


2: 


No, I'm going to call Mommy. I'm going to tell 
my mother. 


Weinstein: 

1: 

2: 

1: 


Good, call your mother. If you want to call 
your mother, oall her. 

Annette, I want to watoh this show, you watch 
television all the time. 

(Simultaneously) No, I was watching the hinnies 
first and I want to see the fiinnies. I did my 
homework. 

Now let me see this show. 


2: 


No, that's not fair. I was looking at the funnies 
first. I'm oailing Mommy. 


Weinstein: 


Go ahead, call her. 


2: 


Mommy (rather quietly). 


Weinstein: 


Oh, that's not the way vou call mother. 


2: 


(Louder) Mommy... 


Weinstein: 


(Getting excited) Is that the way you call mother? 
(Shouts at the top of his voice) HEY MA 1 


2: 


I was looking at my funnies first. She came in and 



changed the channel. I want to look at my funnies 
again. 
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1: 1 want to see my program. She sits at the TV 

all day. I never get to see anything I like. 

2: Wl^ don't you talk on the telephone with one 

of your girlfriends or something and leave me 
alone. 

1: Oh (exasperated tone), I Just want to see one 

show. • . 

2: I went upstairs and got her soarf for her and 

she oha^ed the channel. . . 

(By this time they are both shouting and have 
folly thrown themselves into their roles). 

1: She sits there all day. 

2: Day after day the same thing. 

1; She should be outside more. 

2: I did my homework. 

(They seem to be coming to blows) 

Weinstein: Okay. (Laughter) Remember, no physical violence. 



A All right. Maybe if you try something like this at 
the beginning of your training program, you can 
break the nervous atmosphere. . . and it's kind of 
funny to watch - kids laugh, you know, and it's 
something that's very easy to do because they 
see it happening every day. So it might be a good 
way to break the ice. . . 

Okay. The burning question for your tutors is "What 
am I supposed to teach?" I guess one of the most 
important messages that you have to get across is 
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WORKSHOP #5 (continued) 

that tne more you allow somebody to talk 
about what he's doing, the better the ohanoe 
that he's going to learn. Now what we tried 
to do with you is to help you talk about 
yourselves and talk about different things. 

The more that you can help the younger kids 
talk about themselves, talk about things 
around them, and talk about whatever you're 
trying to teach them, the better the chance 
they have to learn. 

NOTE: To illustrate this point, Mr. Weinstein again 

role-plays with the aides to help them 
antitipoate questions the tutors might ask on 
the first day. Here Mr. Weinstein, as a 
fourteen-year-old tutor, has just been told by 
the aides that he has to take a standardized test 



to determine his reading level and inadequacies. A 

Weinstein: Then all of us were selected because we have i 

reading problems ? ' 

Aide: (Role-playing) Well, just about every kid in V 

school has reading problems. 't 

Weinstein: Okay. But do I have more than others ? 



Aide: No, it's just that your reading isn't up to your. . . 

Isn't up to what it should be. And we're going 
to try to help you develop your reading skills 
because you are going into high school in 
September and after three years you might want 
to go to college. And of course you'll want to 
improve your vocabulary and comprehension. . , 

Weinstein: If they expect me to teach somebody to read, why 

do they pick me with reading problems ? 

Aide: Because you have this problem. . . What do you 

want to be ? 
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Weinstein: 

Aide: 

Weinstein: 

Aide: 

Weinstein: 

Aide: 

Weinstein: 



Aide: 



I'm not sure. I think I'd like to. . . have my own 
business some day. 

Oh, well, that's good. This is what we want to 
help you with. We want to help you with your 
reading... 

Then why don't you help me with my reading? 

Wby are you getting me to teach little kids ? You 
know. If you're supposed to help me with my 
reeding, wl^ don't you Just help me with my 
reading? 

Well, by helping others, you'll actually be 
helping yourself. 

I don't understand that. 

Well, these little kidis, they also have a problem 
in reading. And by n^ally helping them to solve 
their problems, you'll also be helping yourself. 

(Steps out of role to discuss process) Okay, now 
that has to be made pretty clear to me: that the 
best way to learn something might be to have to 
teach it to someone. Because it's very confusing 
for me as a tutor. You know, if you're so Interested 
in my reading problems, then why don't you just 
teach me how to read better ? What am I doing 
teaching younger kids and why didn't they pick 
somebody you reads better to teach younger kids ? 

So it has to be clear. . . 

(Role-pliays) But you do have the same problems, 
you and your tutee or pupil, so you will be much more 
qualified to teach him than someone who is way 
ahead of him because you have something in common. 
You can understand each other. 
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Weinetein: (Role-plays) That makes me feel good* what 

you Just said. That makes me feel good. 

Notloe how Mr. Weinstein (the director) began with a humorous 
ioe-breaker - two sisters axguing over a TV program» before 
he moved to actual tutoring situations. Notice also his skillftil 
and disoreet way of intervening. He is able to keep the role- 
playing moving by giving direotions (** All right. Now you oome 
back and she*s got it on another channel now.**) and enoouragement 
("That*s not the way ypu oall mother. Louder. **) without 
Interrupting the dramatic flow. Notloe aleo how he helps the 
supervisor to talk about the process after the role-pla^ng 
sessions are over. 



BELF-KIT and CREATIVE PROBLEM SOLVINQ WORKSHOPS 

in thn following pagee are the plans for two workshop areas that we suggest 
you look at somewhat differently from the step by step way the first week*s 
sessions were set up. For one thing, both are flexible enough to be used 
again in different ways and give you a number of workshops* 

And the SELF KIT WORKSHOP is designed so that the tutor has most of the 

« 

responsiblily for making decisions; in fact, most of the ideas and materials 
are reproduced in the TUTOR'S HANDBOOK just as they are in ycmrs. So you 
will want to read over them and decide how and what parts you'U use ftrst— here 
in the second week. 

Another thing to consider is that the workshops can be used together. The 
CREATIVE PROBLEM SOLVINQ WORKSHOP teaches techniques the tutors can 
use for finding ideas, and they can use these techniques to invent new ways to get 
their tutces to tell about their own experiences, or find new things to put into the 
SELF KIT. 

We suggest you gradually cut down on the number of tuC*>r-trainiog sessions 
and gradually increase the number of siessions where tutors are working directly 
with their tutees. If all goes smoothb', you might have a schedule that looks like 



this: 

MONDAY 


TUESDAY 


WEDNESDAY 


THURSDAY 


FRIDAY 


1st week Training 


Training 


Tutoring 


Training 


Training 


2nd week Training 


Tutoring 


Training 


Tutoring 


Training 


3rd week Tutoring 


Training 


Tutoring 


Training 


Tutoring 


4th week Tutoring 


Tutoring 


Training 


Tutoring 


rutoring 



In other words, by the 4th or 5th week you will probably want to work into a pattern 
of just one training workshop each week, with tutoring sessions on the other four days. 



PARTn 



SELF KIT WORKSHOPS 

S^Qoe the SELF KIT and CREATIVE PROBLEM SOLVIMQ WORKSHOPS 
are not one«tiine-only activities • we suggest you give them a Hrst reading now 
to get an Idea of how much of them and what parts you want to Introduce In the 
second week. Then we hope you will flnd|ln a number of later workshops^ldeas 
for what you're working on at that point. 

If you haven't already mailed In the evaluation forms from the first week, 
would you do that today ? Meanwhile, we hope you and the tutors will fir,d that 
these workshops have a lot to offer. 
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ACTIVlTYi 


INTRODUCTION TO "SELF-KITS" 


DESCRIPTION 

AND 

OBJECTIVES: 


Tutors want to know: 1. What do I tell my tutee about 
what we will be doing together? 2. What do I teach? 
3. How do I teach It? The self-klt Ideas will help 
yoa help the tutor answer some of these questions for 
themselves. We suggest that you introduce the tutors 
to the Idea of creating materials to use with their 
tutees by going over some of the Ideas contained In 
the section of the TUTOR'S HANDBOOK called self- 
kits. These ideas were developed to give the tutee 
new ways of communicating his feelings and thoughts 
about himself, his experiences, and his relationships 
to other people. We believe that learning is more 
likely to occur when the materials are familiar to the 
learner because they relate closely to who he is as a 
person and relate to his knowledge and feelings oon~ 
cerning the experiences he has had. 


PROCr DUBES: 


We have prepared three main activities the tutors may 
use with their tutees; hand puppets, masks, and All 
About Me. We have chosen these three activities to 
Illustrate the Idea of self kits because they are: 

1. High Involvement activities requiring active 
participation of both tutor and tutee; 

2. Activities which focus directly on the tutee. 

We suggest that you spend as much time as necessary 
with the tutors so that they are thoroughly familiar with 
the materials. Of course/the best way for the tutor to 
learn about an activity Is to actually do It. 

A good way to have the tutors work with these materials 
Is In pairs, and a good way to begin is with BODY 
POSTERS. The directions for the Body Pesters appear 
In the TUTOR’S HANDBOOK. We would suggest that 


0 

ERIC 
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r 



you use the Body Poster activity first, and then 
move on to the Brainstorming and Creative 
Problem solving ideas for the second part. This 

way the tutors will have actually tried out an ; 

activity they can use tomorrow, when they begin 1 

tutoring. From this time on you will have to ^ 

select from the self-kit ideas the ones you think j 

are most appropriate for your tutors to try. Each i 

idea is in the TUTOR'S HANDBOOK and should need | 

no specific instructions from you, although it will be \ 

necessary for you to act as a resource person when the j 

tutors raise questions or have problems. I 

t 

We have coupled the self-kit ideas with the Brain- ’ 

storming and Creative Problem Solving materials because 

we think they go together. In the self-kits we are 

trying to give the tutors ideas about creating materials 

that relate closely to the tutee because they give him 

ways to use the knowledge and feelings he already has. 

With the brainstorming and creative problem solving 

materials we are trying to illustrate some processes | 

the tutors can use to expand upon the self-kit ideas and 

to create other materials for their tutees. In the Creative . 

Problem Solving and Brainstorming sections we suggest ^ 

that whenever possible these techniques should be used to 

develop new ideas and new materials. For example, here 

is a list of questions and topics you may want to use in 

Brainstorming new 'materials and ideas. 

1. We have looked at the book All About Me . What 9 

other pages might we add to this book ? 

2. We have looked at the book All About Me. What 
other books might we add to get at other interests 
and feelings a tutee has? (Some possible ideas: 

(a) things I like to do, (b) where I live, (c) if I 
were a , etc. ) 

3. How many ways can we think of to use the hand 
puppets with our tutees? 

4. How many ways can we think of to use the masks 
with our tutees? 
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WOLUDID IN TUTOR'S HANDBOOK 

Booy ‘^wreas 

i. 




Ok, "Rou,, oor fi'<s peer or BRewo Paper. 

^Ut>OJT ir 6FP 



2 




\ 



t 

! 

i 

i 

i 

t 

I 

4 

1 

J 

1 



KibHT- ^JOU) UE tOu>P 00 THB "PAPER T«eM K^AUC: SOIME OOE 
TTBACE yooR Ov7tUK)& OO THE’PA9eR u;iT*4 a Ma^ic 

oi^ CRAyoO 



5 




IF IT UOCKb OOllAc Tlti06- UKu: THIS ypy>RE uJ ocoD 

^UAFE 
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WOLUDBD IN TUTOR*8 HANDBOOK | 

*Booy | 




(Sweat! w ahhao aud cut it 







60Cl^. lOrtATyoU l-IAOEMOiO A QLAK)K*B^)3y I^STIER. 

6 




U^g Ti4e‘T>A4U'r, mA6^IC AOO CRAy^OS 

SHOUJ gU£RYOA3E lOrtAT yOU LOOK HKE.. 




UXXi-?. 



3 
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mOLUDED IN TUTOR'S HANDBOOK 



HAND PUPPETS 

On the following pages you will find directions for making two kinds of 
puppets (Light Bulb Puppets and Styrofoam Ball Puppets) and a list of 
materials you will need for each kind. If YOU DECIDE that you want 
to use this idea with your tutee» you will probably want to try to make 
one that looks like yourseii to see uow it goes and where problems 
may arise. 

You can probab ly think of a lot of different ways to introduce this idea 
to your tutee. One way to begin is to show him the puppet you've made 
of yourself and ask him if be wants to make one. If you do, you can 
show him the directions and help him go through the steps one by one 
until he has completed a puppet that looks like himself. 

Another way to get him interested is to ask him to bring a light bulb 
and an old sock the next time he comes to meet you. Don't tell him why. 
Just tell him its a surprise. 

When he comes with the light bulb and old sock, you can explain that you 
will show him a way to turn them into a puppet that looks like himself. 
.\fter your tutee has made a puppet that looks like himself, you can have 
him make other puppets that look like people in his family (mother. 
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father, aieter, brother, aunt, unole) or friends. If YOU DECIDE to have 
your tutee make these other puppets, you might also want your tutee to 
make a puppet theater so he oan have puppet shows. In fact, you oan 
also be in the show^too^beoause you have a puppet that looks like you. 

If you want to have your tutee make a puppet theater you'll find some 
instructions in this handbook under the heading HAND PUPPET THEATER. 
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RUBBER 'BANDS 
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% 



“PINS 
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POP!^ M4T1E1?(AUS 



DOlUELS 
(iUMuy ancMi^ 





5DCESOF T?AT>E‘R, 





•©rushes 




KNIV&'S 






e 
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3 

- 49 - 

316 




W08ICSH0P #7 (ooottnuad) 



mOLVDBD Qt TUTOR'8 HAMDBO(»Ci 



UgKTBOLB POPPET 




THpJ'POrA P»cR 

o/i »T vwm IKWR6. ijsr It wy sok^b 

faint or (vV*kR*<ER* W'ORE 



6 




QK. MOW AtOVT SOMB 
BW. miR, hats A»P 
SrOPPUKB TVA-rp 



•rembaber tme scjsyoRs, 

"PAPER, AVARK6W ANR6WEP 



8 

SREAT! NEXTCOTTFJE 
foE OiJr OF A SOC.K 




4* 
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mOLUOED IN TUTOR'S HANDBOOK 



U6HT SU1.B ■POPPET 







ON THE NBOC OF THEHB*D 



le 




RI6»r! WWtWIsrTttE 

guBDER laADDSOTNAr 
|TH»«THe.»OCKO»> 
the HBAO 



IS 




^AUTlFOkl M#ui l«>HAT yOO OffT 15 
A U6+<tewm5, ‘J^'Per, ou)e,PAtur 

RauaeiR oamp, aod sotF-'TOPPET ! 



yooR KABD 60K HEBE" 
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STVI^ FO^M 13410. "POPPET 





good! U Moyv CUT 4 
*V* shaped Pi^yfr 

OOTOFTH-E Ball. 

s 




•pow THB STICK 
IUtO rrtE MIDDI-B 

ofthe-balu 





-nKTS THE mmi. 

iitnoyo) *jebpa 

MOSE AND SOME EyE^ 



^HTICUTTHE 
V‘ SHAPED PJJU<^ 

yoysoT oyr OF the 

IVSOITH IMTO M0S6 
SHAPES. OSEPikJS 
TD ^Poriroo 



A 



V 



V 
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SryRO FQ4^\ BAU. POPPET 




TIAJS 



thumbtacks 

9 



USE'CyTTeMSA'MD 

"PPR Eyes^ PV>y lip 




<5K. MOV/ TRy C0TTIN6- SOH6 

HMH, EAfiS /VMD OjLASSes AMD 

stuff OOTOFT?\ffR.H6u; 
about some teeth ? 




'PMUTTHE rt€AP 
THE VHAVyOU'^AWr 
AND I^T IT PRy 




ow 



USE A I /kUIFE TO COT 
51.0TS UiKt THE HEAD 
SO THAT you CAN 6ET 
THE BARS AUDTEETHto 
StAy OM. 



/ 
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sryRofOAfA B4irPUPPET 



TOR HOLE. 




TWisr 



oEEci ! Mou> cor rrtE 

TOE OUT OP A OQC.K 




13AUft 



/ 




<?000 1 Kfoui, ‘PUT A 
ROBBER eATO> OKJ THE STICK 
AHO 13011. THE SX.K UP, |0OU^ 
TWiiT THEt?OBBBRT3AOO 50 
THAT TT W'W- HOM3 THE SOCle 
OM THE STICK. 
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I 



ERIC 



6 

-54- 

3 ^ 



.* 



WOmCflHOP «T (oontlaued) 



INCLVDB0 IN TUTOR'S HANDBOOK 



Fvipper aaatbriaus 




?I6 CARD BOARD Boxes 




Tomato 

SCOP 



AND N\ED10N\ CARDBOARD BOXES 



r 



r 
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•plPPer TVEATRt materials 




“Bmwt BROS HRS 



4 






i 




NCIOSTAPETW MASKIMfrTA'PE. 




ROIBRS 



/ 



I 



I 



z 
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•pofpET iheathe materia vs 




SCISSOKS 






THl)N\bTAc.V;5 
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TOWT THwme 




TJ^KB A M£DIO«A SITED “BOX >)ND U3£ A KMIfg tO COT 

ORF ALU TH 6 PIaPS 




'Right! wowturnth^ 

Box OK) ITS SIDE 



S' 




GRE«trl NOW 'FAIMT IT BIAOC 
WSIPB AND AWyCOLOFCyoO 

vmamt OOrSIDE. 



Q/c. oer THH kajireand cor 
A HO£lN THEBCrnONV OPTHE. 
BQK 

e 
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TVPPET THE^TTRE 




UKItE VUu'RSMUr 
3»(«fr /VJyTHIWO HOlO 
about ilAKlM(r A 
CuRTiAN TD COUBR. 
WE jtt^E IN THE 




ISMEMBEB THB lOOCDE/J 

■Doweus? aeraoeTHA-r 

l&UMJSeRTHAM T-H'E. 
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WHEJO yoo 'PUT THE TfiWEI- 
THUfttiSH Trte rtOl£5 IT* 
3HOOW0 STtC(CO<JT OM 
Botn Sides op tme i 3 oa 



OK. M&CrOJT TWO PIECES 
OPaort-TMATvUlU- PIT 
/*)5<DE THE BAN — 



ur 




TA<H TXwPJ- Ovn-AVD 




CUT A*BOMCH-OP SHCKT 
PECES OF W)«e O 
"niErAA'RWND-ttt& ‘OCU3EL. 




6cx3d! lOcWPouiH Ti+e. 
W IRE TT+ROU&HTrt E CLDT1+ 
AWD TVOISV TH-E OJlRE 

TJa^THER. 
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*WFCT "meATRE 




■per TH£ tOWEUAMD COTWJI^ /WS1D£ 

GWETH-E'PART CFTHE TSOUiEU 
TrtAT •STICKS OvXSIPe TT> THE "BfiA 

F/^kiiAsnc ! 

yoo H-«WE MAIiE A r EMU^^ SVJ-E. '8<?< 

I KITb A ^AEDUJIV) ”S n.t 'POPfET 

TTJEATRE WIT)V A cobtaiOt)4a-\ 

OPEMS AND closes ! JF yoo oS£ ^ 
■B)6&BRT3 oX yOO&ETA BICsfrEB. 

•popPEfn^rRE. «)K. soWPiO y6u 
ARt ALU SET. VA/Otoj ' 
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ACTIVITY: 

DESCRIPTION 

AND 

OBJECTIVES: 

PROCEDURES: 



1. Developed from tli 

2. See Workshop #9. 



Who am I?I 



Who Am I? is designed as a warm ap activity for tutor 
and tutee before they begin to develop the book ALL ABOUT 
ME.^ It is designed to encourage the tutee to make his 
own entries in his ALL ABOUT ME. This should be 
encouraged because it shows that the tutee is taking an 
active part in learning. 

If you decide to use this warm-up activity, you will 
probably want to work with small groups of tutors and 
tutees (about 3 tutors and 3 tutees). You might want to 
begin by asking some open-ended questions like: 'What 
kind of fiuit (or vegetable) do you feel like?” or 'What 
kind of car do you feel like ?" As the group members 
answer these questions, they will begin taking more 
responsibility for talking about themselves. 

After the group members become comfortable answering 
these questions, ask for someone to volunteer to tell the 
others how he is different from other people. Encourage 
the group to challenge his descriptions of himself. 

Tutees and tutors will often say things about them- 
selves wnicn are very much like other members of the 
group. . .for example, "I have a pretty dress, or "I have 
new shoes, " etc. 

You can write the things that each person says on a 
p^ece of paper and give it to him at the end of the activity. 

If you point out that these statements can be used as 
topics to write about in ALL ABOUT ME, you will probably 
find that what the tutees (tutors) write will begin to look 
more unique. 

} work of Harry Morgan and adapted for Youth Tutoring Youth. 
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INCLUDED IN TUTOR'S HANDBOOK 



ALL ABOUT ME> 



ALL ABOUT ME is a book and an idea. It was thought up to 
show tutors how to develop materials that will help their 
tutees to learn things about themselves and how to 
communicate those things to others. There are 
several ways to use this idea: 

1. You develop your own ALL ABOUT ME to serve &s 
an example for your tutee's book. Your book sh'jpld 
have pictures and oth;^ ? personal items from your 
childhood through adv.ltltood. Photographs of you as 
a child, 01 ? ith brothers and sisters, Mth a pet, as 
well as things (baseball oards, awards, letters, etc.) 
which are examples of important phases of growing 
up should be included. Your tutee will use your bodk 
ab 1 model for developing their own ALL ABOUT ME. 
So a good way to introduce this idea to a tutee would 
be a discussion and display of your book. If your 
tutee seems interested in the idea, you can help him 
make his own book. 

2. You can begin by having your tuiee make a booklet with 
construction paper covers and paper fasteners: Then 
you can make up pages to go in the book, like we did; 

An example of a book like this is on the next ] 2 pagen . 
You can use some or all of these ideas. But probably 
you will want to improve upon this idea by coming up 
with new pages to go in the ALL ABOUT ME book 

that your tutee will make. 



1. Adapted from the work of Harry Morgan for Youth Tutoring Youth. 
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ALL ABOUT ME 
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INCLUOBO IN TUTOR'S HANDBOOK 



This is a book all about me. But first 
things first. My name is 
and this is what I look like. 



(Draw or paste a picture of yourself on 
th i s page . ) 

o 
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I didn't always look like that, 
was younger i looked like this. 



When i 



(Draw or paste a picture of what you looked 
like when you were younger on tnis page) 
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m 

■m 



And when | get older, I'm going to look 
like this! 



/ 






(Draw a picture of what you will look like 
when you get older on this page.) 

- 67 - 
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I'm somebody special. There are a lot of 
things that make me special. Here's a 
story about one thing that makes me special. 



(On this page you can write a story about 
something that makes you special--or you 
can tell your tutor the story and he can 
write it for you . ) 

o 
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I do lots of things, too. I can do things 
to make people laugh. Here Is a drawing 
that will make you laugh. 



(On this page draw a picture that will make 
someone laugh.) 

o 
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And here’s a funny story that will make 
you laugh, too. 



(Write a funny story 
or tell your tutor a 
write it for you.) 



to make someone 
funny story and 
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Some of my friends are special, too. Let 
me tell you who they are. First, there’s 

. Now, that’s someqne 

SpicTAL7""5o~you”know why? NO! Well,’ let 
me tell you about it. 



A 







(Write a story about someone special on 
this page--or tell your tutor the story 
and have him write it for you.) 

338 
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But that's not the only special person I 
know. There are a lot of other special 
people. There's 
and there's 




I 






(You can write the names of as many special 
friends on this page as you want to. Or 
maybe draw a picture of them.) 
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Lots of things happen at my house. But 
before I tell you what happens, let me show 
you where I live and how, to get there. 



(On this page draw a map that shows someone 
how to get from the tutoring center to your 
house.) -73- 
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Now let's see, I was telling you about what 
happens at my house. 



(On this 


pag 


what 


happ 


ens 


story 


VO 


you 


what 


you 


say 



e write a story 
at your house- 
r tutor and ask 
. ) -’ 4 - 



telling about 
-or tell the 
him to write 
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Well, I've told you about me. 
me who you are? 



(You can ask people who read y 
write their names on this page 
draw a little picture for you. 



Now, tell 



ur book to 
-or maybe 
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ACTIVITY! 


FACE IN THE MIRfiOI^ 


DESCRIPTION 

AND 

OBJECTIVES: 


Concept of facial self. What others 


PROCEDURE: 


Work with a small group, no more than six, (three tutortt, 
three tutees). One mirror will be used, and passed 
among the group. As each person receives the mirror 
he will state, "As I look in the mirror I see. . . " and say 
what he sees. The first child who goes through the 
exercise upon completion will be allowed to pass the 
mirror on to another child as a "gift". . . and so on until 
all children have participated. The tutors as v;ell as 
the tutees should participate. 

The tutor's role is crucial as a "mover" of the activity. 

You can anticipate that some children will encounter 
themselves directly and describe facial features. . . 
others will hesitate, and then begin a description. 

While several may talk about things in the room which 
they see in the mirror, avoiding themselves, or even 
being completely silent and not responding at all. The 
large experience chart should have the title: "When I 
look in the mirror 1 see. . . " Either tutee or tutor can 
make entries. 

Ask the tutors i.^ anyone has a hand mirror so that they 
can try this exei cise and see if they want to use it with 
the tutees. You can use the chalkboard instead of sheets 
of paper to record what things people say in response to 
the beginning — 'When I look in the mirror I see. . . " 

In case any tutors have questions about the purpose of 
this activity, you might want to bring up some of the 
points made below: 



1. Developed by Harry Morgan, University of Massachusetts and adapted for 
Youth Tutoring Youth. 
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♦ MATERIALS: 



er|c 



Rationale and Anticipated Outcomes : 

The ver> young seldom have the opportunity to view 
themselves In a mirror. Adults peer at themselves 
several times a day. In the home, such objects are 
beyond the child's height, except on occasion, when 
they stand or prop themselves on the bathroom wash 
basin they can see the top of their head or face. 

By comparison, adults appear to be formidable 
giants. To aid In eliminating this fearfhl condition. 

It Is suggested that teachers In the early grades sit 
with the children when possible to reduce the physical 
distance. 

Some early hlldhood classrooms have begun to place 
full length I. Errors about the room for children to 
observe themselves. This Is usually thought of as 

an extension of a play activity In which children play /\ 

"housekeeping" or "dress-up*^ In ove resized 

clothes. Rarely does the teacher exploit this , 

opportunity for any direct confrontation with self. ‘ 

The purpose of the hand mirror activity, and later the 
full length mirror, is an effort to develop this con- 
frontatlon gradually. 

Hand Mirror 

Experience Chart (Larged lined paper 24 x 36) 

Tutee made Journals and/or tutor made Journal r 
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ACTIVITY: 


MY WHOLE SELF IN THE MIRROlj 


DESCRIPTION 

AND 

OBJECTIVES: 


Concept of body and how it relates to how others see us. 

i 

4 


PROCEDURE: 


Work with small group, no more than six (three tutors, 
three tutees). One full length mirror made available 
to group. Each person stands before the mirror one 
at a time. Then he talks about what is revealed to 
him in the mirror. If the person hesitates, either 
tutors or tutees can suggest Vhat he can look for. . . 

The tutor s role is to encourage movement and 
conversational inter-play between the group and the 
child viewing. Some children will encounter them- 
selves directly. . .others will hesitate, and some 
will describe articles about the room which are reflected 
in the mirror. 

The tutors can use this activity as a follow-up of the 
FACE IN THE MIRROR activity. At the end of the 
session group entries will be written on the large 
experience chart. The heading will state '*When I 
looked in the big mirror I saw. . . " The children will 
be encouraged by the tutor to make relevant entries 
in their journals. The tutor can make these entries 
for the tutee after first determining exactly what he 
wants to be written. Children who have writing skills 
should be encouraged to write their own whether the 
tutor or tutee is doing the writing, exact words should 
be accepted. The objective is to encourage free 
response, not to develop grammar or writing skills. 



1. Developed by Harry Morgan, University of Massachusetts and adapted for 
Youth Tutoring Youth. 
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WORKSHOP #12 



ACTIVITY: 

DESCRIPTION 

AND 

OBJECTIVES: 



BODY TALK 

After the tutor has been with his tutee for some time, 
he may find that a major influence on how well his 
tutee performs will be the tutee *s attitude toward him- 
self (self concept). At that time it will be important 
fpr the tutor to understand that much of the tutee's 
self concept evolves^in part^from his attitudes toward 
different parts of his body (i.e. , eyes, hands, feet, 
arms, etc. ). A tutee who has big lips may feel that 
this makes him ugly and develop a negative view of 
himself. A tutee who has slcinny legs may feel that 
this mukes him weak and also develop a negative 
view of himself. These are Just two examples of he w 
a child's attitudes toward his body parts can effect 
his opinion of himself. 

The following exercise, called "Body Talk, " is rtesigned 
specifically to help t>e tutee become more fully aware 
of his body parts and develop a broader range r>f criteria 
by which to value them. Thus, the tutee will be able 
to view his body in a way which is co; sistent with 
healthy growth. Basically, the exercise consists of 
having the tutee fantasize that he is a specific part of 
his body. For example, the tutee may "become" his 
knees for the purpose of the exercise. 

Note to Trainer: It is suggested that the trainer first 
do this exercise with his tutors, and that 
the trainer should participate fully in the 
exercise by becoming a body part himself 
and starting off the exercise. It is also 
suggested that the tutors participate fully 
in the exercise, when they are doing it 
with the tutees. 



WORKSHOP #12 <oontiau0d) 



PROCEDURE: 



FOLLOW- 

THROUGH: 



Announce to the tutees that they are going to play a 
new game "Bo^y Talk" and ask them to be seated 
on the floor in a circle. After the tutees are seated, 
the tutor then informs the tutees that the game is 
played by having everyone pretend they are a 
part of their body such as their feet. In other 
words, if everyone is pretending they are their 
hands, then everyone says what he tMnIcs his hands 
would say if hands could talk. Following these 
instructions the tutor should tell the tutees that they 
are going to start the game off by having each person 
in the circle take turns pretending he is his feet. 

Each person should have his feet tell everyone how 
he feels and what he likes best. For example, the 
feet might feel too big because the other feet around 
him seem to be smaller. The feet may feel strong 
because they run fast. The feet may like best not 
having shoes on. To help give the tutee an idea of 
how to respond, the tutor should start the game off. 
After each tutee has had a turn at doing the above, the 
tutor next asks the tutees to take turns again having 
their fset tell everyone about some of the things it 
does. Following this^the tutees should be informed 
that they will continue the game on another day. 

Each time they play, they will pretend they are a 
different part of their body. 

.The next two times that the tutee's play the game, it is 
suggested that they pretend they are their hands, and 
then their arms. Also, the tutor should try to expand 
the types of questions he can ask the body parts to 
reply to (list at end of instructions). 

After the tutees have played the game at least three 
times, the tutor can ask the tutees to each pick the body 
parts they like best and take turns pretending they 
are that part. At this time^the tutor might also begin 
to hold discussion on body parts with the tutees following 
the game to see what the tutee is learning and how he is 
growing through the exercise. 
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WORKSHOP #12 (continued) 



Some Suggested Questions for Body parts 

!• How do you feel today ? 

2. What do you like to do ? 

3. What do you like to do most ? 

4 . What are you best at? 

6. What do the other body parts feel about you? 

6. How do other bo4y parts the same as you feel about you? 
l.e, • How do other feet feel about you (feet). 

7. Where have you been? 

8. Who likes you most ? 

9. What do you like to wear ? 

10. What makes you mad? 

11. Vfhai malces you happy? 

12. How do you get angry ? 

13. What do you do most of the time? 

14. If you could change, how would you change ? 

15. What don't you do, that you would like to do? 

16. Does the persons body who you are on like you? 

17. What color would you use to tell how you feel about yourself? 

18. When are you sad? 

19. Who or what makes you sad most often? 

20. If you could give yourself another name, what would It be ? 

21. Who pays the most attention to you ? 

22. Who pays the leasi attention to you ? 

23. What Is the most Important thing you have to say about yourself.? 

24. Are you younger, older, or the same age as the other body parts 
on the same body? 

25. How important arc you to your body? 

List of suggested b'~»dy parts for the exercise 



eyes 


Neck 


Nose 


Hair (on head) 


Hands 


Feet 


lips 


Arms 


Ears 


Stomach 


Cheeks 


Eyebrows 


Knees 


Back 


Thighs 


Forehead 


Elbows 


Chin 


Wrist 


Fingers 


Legs 

Shoulders 


Ankles 
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W0BK8H0P #12 (continued) 



There are numerous ways in which the tutor can add 
more variety and excitement to the exorcise. The 
following are two possibilities: 

1. The tutees can make masks depiotiitthe body part 

they are going to become during the game. 

2. The tutees can make hand puppets to depict 
different parts of their body and along with the 
tutor create little playlets around the functions » 
feelings and experiences of the body parts, i.e. , 
a playlet may be called "Happy Hands. " 

It is very important that the tutor(s) participate fully 
each time the game is played. 
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MASKS 

Masks are a lot like faces — they can tell you a lot about how someone 
is feeling. When you look at someone you can tell if he is happy, angry, 
sad, mean, proud, soared, funny, etc. For example, when 1 get up in 
the morning my face says "DONT BOTHER ME RIGHT NOW. GIVE ME 
A CHANCE TO WAKE UP, " It's like a mean "Stay out of my way" nask. 
Gradually, as I do wake up my face changes according to how I feel. 

If I get a letter in the mail and it's from a friend, I smile. If it'>^ ^ 
bill that I have to pay, I frown. Anyway, you probably get the idea that 
faces are a lot like masks — they can tell you a lot about hew somooiu 
is feeling. 

You can use the masks idea with your tutee. He can make masks of 
different feelings he has or that someone he knows has. He can write 
plays about the masks. For example, he might make a "Happy Mask" 
and a "Don't Bother Me Mask" . You might ask your tutee to write 
a story or play about what would happen if someone wearing a "Happy 
Mask" and a "Don't Bother Me Mask" were riding a bus together. Or 
suppose your tutee made an "I like you" mask and an "I'm Afraid of 
You" mask. You could ask him what would happen It these two masks 
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included in TUTOR'S HANDBOOK 



W6ro mooting for tho first timo* Ho could toll you about it and you could 
help him writo a story or play. 

You can uso as many masks as you want or you can havo your tutoo 
ohango masks. The basic directions for making masks are on tho 
following pages. 
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INCLIISBD IN TUTOR'S HANDBOOK 



1 



M45K |WAn3?/AL 




5P1PJ.ER 



SCISS£)RS 



O 

ERIC 

SMiifiifftiiTiaaa 




f?0BBER CfWENT MA6K. MAPPERS 




co^)s^Rck;rlo^^ ‘Cuper, 
1 
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WoaK8IK>P #IS (opatlnuid) 



WOLUDBD IN TUTOR'S BANDBOOK 



M^sks 




QK, T?^^« A sweroP 
CoMsmicrioM 



^ STArPLe off ceMBUT 
TV£ 1W0 ElOpR 7«deW£R. 



3 




IF IT AOOKS like this 

yowi iKi oa?p «wp£ 




TOLoyou you ujouadm't 

■BEUtWE IT 







6 




K. TAKE IT OFP* |F It 

lOoV h'lrwtfeoNE _ 

HAT P0*S. vUE'LU OJAIT 



A 



I 



\ 



/si 



V 



2 
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mOLUDlD IM TUTOR'S HANDBOOK 



AW5KS 



7 




TINS OWE FITS CUffR 
(Nsad R> 6Hr? 





ii 




t 




fluesT ! jibiy Rojpoor ume«» ywR 
Byes, MoseAwo Not'iw mslbs 
SHO otD so lu TrtR Tinsfc 

ANt N\A«K TVBM a 

‘peuciu 






to 



t. 



X 

X 



mtr/PMif 
Tie HA6tCAi4attK? 
7D ZXC&tME -M& 

nee soWAr rr 

iJOOKi MOKE 
A 




■BB4UTIIV1-! TAF-& CT 
OfF AIJD COT SMAU- 
HOURWrtPRE yoo t^vx^P 
THft T9s.rei?-roiaE . 
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INCLUDED IN TUTOR'S HANDBOOK 



tAASKS 



it 







OKI 5ft IT DOfiSfO'T lock 

yooi^ face 




Hod A-Bcor n+i s 




fBV fCO?l40LW 

lOTO X>»FfeREO‘F-5»VrPES WKNW^ 
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IMOLVDBO m TUTOR'S HAM1»00K 



/vJ45<5 







saa?. 'Tf!yaow&-TH6 




WH/ JWJT TRy SOPvS HATS? 




yiWRt'PRcrry this ; 

^A><E AUL KlWt>& OF HATS/ O05K; 
iAft.%^ HAlR/RyES AIL'D MCtTVIS CK . 



*Bf4flT^F0^- ! 
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ACTIVITY: THE PUBUC INTERVIEW > 



A tutor volunteers to be interviewed by the trainer . 
The trainer asks questions related to various aspects 
of the tutor's life. Usually they are questions that 
help raise important issues. Value rich areas often 
ttseftil to explore are: family, friends, money, work, 
leisure, love and sex, religion and morals, and 
poUtios. 

After experiencing the public interview, the tutor 
should be letter able to: 

1. Express himself more openly. 

2. Become more secure with his peers. 

3. Learn more about others. 

4. Be more accepting of others. 

5. Clarify his own thinking and feeling. 

PROCEDURES: The public Intendew gives the tutor a chance to reveal 

more of himself in order to help him become more 
aware of liimself, and more open and secure with his 
peers. It also enables members of the group to learn 
more about the tutor. Value issues are raised so that 
persons may think about them if they choose to do so. 
This is accomplished by revealing issues of concern to 
one person or aspects of one person's life for all to 
consider as alternatives for themselves. 

One way of introducing this technique to the tutors is 
to raise one or more of the followitg questions: 



DESCRIPTION 

AND 

OBJECTIVES: 



1. Developed from the work of Saville Sax, Merrill Harmin, Kenneth Morrison 
and Bernard Nisenholz, and adapted for Youth Tutoring Youth. 
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WORKSHOP #14 (continued) 



1. Have you ever gone to a new school and felt 
strange because you didn't know a lot of the 
other students? 

2. Have you ever wished that you knew a way to 
get to know people better? 

3. How mai\y of you would like to know how other 
tutors feel about things? 

1. The trainer asks for volunteers. Whenever possible, 

the trainer waits until there are at least two volunteers 
from whom to select the person who will be inter- 
viewed (interviewee). 

2. The trainer takes a position in the group furthest 
away from the tutor so as to allow the conversation 
to go across the group. He asks the tutor to take a 
position in front of the group or in some other 
"special" place. 

3. The trainer tries to make the tutors feel as comfortable 
as possible. The first step is often to make certain 
that the interviewee understands the rules of selecting 
topics, passing questions, and terminating the inter- 
view. (See rules for the interviewee below. ) 

4. Usually questions should begin in a relatively safe 
area and become more penetrating or personal only 
as the trainer perceives the situation as ready for 
that. Begin by asking if the interviewee would like 
to have questions focused on a particular topic. 

5. The trainer niay use neutral questions, e.g. , (What 
are your favorite colors ?) and an early termination 
of the interview to reduce anxiety. It is sometimes 
useful also for the trainer to talk about his own life 
or values during an interview; this has a tendency 
to reduce pressures on the tutor by temporarily 
diluting the focus. 
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6. Usually the best questions to ask are those that 
are not ordinarily asked in public, especially 
those that help raise important issues. 

7. Sometimes the trainer will find it useful to offer 
the tutor the opportunity to ask him questions. 
This helps assure the tutor that he will not be 
asked questions that the trainer would not answer. 



8. The tutor within the limits of honesty and 
prudence, tries to make his experiences, feelings, 
and ideas publicly known. Since the purpose of the 
game of public interview is to bring humans together 
in closer and more real relationships, one should 
not answer a question nor make a statement that 
will not further those purposes. If a question is 
asked that makes you feel too uncomfortable or 
when you think anihonest answer might hurt your- 
self or other meiiibers of the group, you may 

(a) discuss this problem with the trainer, (b) avoid 
answering a question by saying, "I Pass, " or (c) end 
the interview by saying, "Thank you for your inter- 
view. " You may pass any question. You may end 
the interview at any time. 

9. The group is to bo silent unless the trainer (a) re- 
quests volunteers from the audience to direct a 
question to the tutor or (b) offers the opportunity for the 
tutor to direct a question to any member of the audience. 
In such cases the rules of answering honestly or being 
able to "pass" apply. 

10. Using anything a person says in an interview in a way 
that might be harmful is prohibited (i.e. , no gossiping). 

11. At the completion of the interview the tutors, if they 
choose, may wish to discuss the interview. 
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Acnvrry: the thought card* 

Developed from the work of Saville Sax, Merrill Harmia, 
Kenneth Morrison and Bernard Nisenholz and adapted for 
Youth Tutoring Youth. 



DESCRIPTION The thought card technique is very simply a 4" x 6" 

AND card that is used by the tutor to write and relate apy 

OBJECTIVES: thought that occurs to him in any style or form he 

wishes to use. A thought card may be due eVhry 
week, usually at the workshop.. 

After experiencing the writing of thought cards, 
tutors should be able to: 

1. Write freely about anything which has 
occupied their minds during the week. 

2. Give the trainer a way of focusing in 
to their thinking. 



We feel the thought card will be a useful tool for you 
since the purpose of the thought card is to give the 
tutor an opportunity to write freely about anything 
that has occupied his mind during the week. Study 
the explanatioidbelow and the follow-up thought card 
activities which follow. 

1. Thought cards may be of any length* 

2. Thought cards may be of any style or 
form — prose, poetry; drawing, etc. 



Developed from the work of Saville Sax, Merrill Harmin, Kenneth Morrison 
and Bernard Nisenholz and adapted for Youth Tutoring Youth. 
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3, A thought card may be on a^y topic. 

4. They will not be graded or corrected in 
apy way. 

6. Thought sheets will be treated confidentially. 

They will not be shown to any other person 
outside of the tutoring workshop group* 

6. Thoughts can be read to the group anonymously 
from time to time. 

7. If anyone does not have any thing to write that 
particular week, he should hand in a thought 
sheet with, *1 have nothing to write this week, ** 
or a blank sheet. 

8. If anyone does not want his thought sheet read 
to the group, even anonymously, because of its 

' personal quality, he should write, *'Do not read 
to group. " 

9. If an answer is desired, the thought sheet author 
should put a star in the corner of the thought 
sheet. 

If some thought cards tend to be silly, or if tutors do cot 
feel free to reveal their thoughts, perhaps you should 
repeat the introduction of the thought card techniques. 

Also it is usually a good idea to wait until some positive 
rapport has been established between tutors and trainer 
before attempting this technique. 

Sample Thought Card Activities (Choose those which seem 
appropriate for you) 

1. Send the thought card author a note containing 
a suggestion for related reuding on his topicy 
or a word about the tutor's thoughtfulness. 
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5. Hava a brief Interview with the author. 

Z. Tutora ara given an opportunity to react to 
thought oarda read In olase. 

4. Ask a tutor who wrote a thoughtful oard If It 
oould be used as the basis for a discussion or 
workshop for the whole group. 

6. Have the group publish a thought oard magazine. 
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ACTIVITY! BRAINSTORMING AND CREATIVE PROBLEM SOLVING 



This packet coAtains a detailed workshop for three one-hour 
eesaloAB. It is a workshop In Brainstorming and Creative 
Problem Solving, Please take the time to read and think 
about this workshop because we believe these techniques 
can help tutors |day a central role in developing numerous 
aspects of the tutoring program. When tutors are the ones 
who create the ideas they will later put into action they will 
be far more likely to find satisfaction in both the planning 
and tutoring sessions. This is an assumption you can test. 

It is particularly important to us that you and the tutors 
evaluate this workshop and make any suggestions you can think 
of for how it can be improved . 

As part of your preparation we suggest you obtain the following 
materials: 

1. A large quantity of sheets of newsprint (paper). 
(You may be able to get free newsprint from the 
local newspaper. ) 

2. Felt tip markers or charcoal pencils. 

3. Tutors should have paper and pens or pencils^ 

4. Make a large poster with these four reminders of 
the Brainstorming rules: 

a) No Giitioisml 

b) Quantity 

c) Hitch-Hike 

d) Blue Sky 
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WOBK8HOP#l6 (continued). 



As you read through these materials be thinking of when you 
want to start the workshop. Session #8 - where you discuss 
concerns and problems that tutors develop early In the 
program - 

"Self-Kits" - both could make good use of Brainstorming. 
Thus you may want to read the following pages as preparation 
for introduoihg and using Brainstorming early in the program 
and then do the rest of the workshop in the second or third 
week. Do what you think best. 




In the event that you want to use Brainstorming 
with the tutors before running all of this workshop, you 
will find a special "Brief Guide to Leading Brainstorming 
Sessions" as the last item in this packet. 



This workshop introduces you to Brainstorming and some 
procedures of "creative problem solving Both are the kinds 
of activities that have high tutor involvement and allow them to 
build confidence in their own ability to find solutions to a variety 
of challenges and problems associated with tutoring. We suggest 
that you introduce Brainstorming and Creative Problem Solving 
in three one-hour sessions. While we hope this will be a 
sufficient introduction, we also hope you will find uses for these 
techniques repeatedly throughout the tutoring program. A oare- 
fhl reading of these materials before you schedule the workshop 
should give you enough background and detail to feel comfortable 
in guiding the tutors through the three one-hour sessions. We 
have also prepared a brief tutor's guide to Brainstorming and 
Creative Problem Solving that can be Inserted in the TUTOR'S 
HANDBOOK. Those pages, as indicated, are to be distributed 
during the final portion of the workshop. 




% 
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Session #l - Approximately I hour 



Today we are going to do something called Brain- 
storming. Brainstorming is a method of getting 
an exoeptionally large number of ideas to consider 
in trying to solve a problem or ^an a way to aohieve 
a goal that you have set. The best way to learn 
about brainstorming is to aotually use it. To begin 
using it you must Brst understand the four basic 
rules that apply in all brainstorming sessions. 

These are the rules: 

1. NO CRITICISM - During brainstorming^ 
no oritioism is allowed. This encourages 
everyone to offer ideas without any 
discussion of whether the idea is good 

or bad. Say whatever ideas come to mind, 
and don't judge either your own or someone 
else's idea. 

2. QUANTITY is wanted. The more ideas you 
have, the more good ideas you're likely to 
find when you later select the best. It may be 
that you end up using only 10% of the brain- 
storming ideas. But, of course, 10% of sixty 
is a lot better than 10% of six. 

3. HITCH-HIKE. Build on an idea once it is 
given. Add details, suggest modifications, 
try to think of similar ideas. 

4. BLUE-SKY. Don't worry if an idea seems 
ridiculous. In fact .brainstorming actually 
tries to get a few wild, unusual ideas in each 
session. It's easier to bring a far-out idea 
back to earth than it is to get an ordinary 
idea off the ground. 

If you've read these rules and can follow them, then 
you're ready to Brainstorm. Let's begin with a warm 
up type problem; 
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In ten minutes, list all the excuses you oan think 
of that a student could give a teacher for why he 
was absent. (If you wish, substitute another 
warm-up problem here - such as: a) list all the 
possible uses of a br<dk; or b) list all the possible 
uses for a pencil; o) list all the ways you oan think 
of to Improve lunch time In the cafeteria; d) list 
all the news headlines that you*d like to see In 
tomorrow morning's newspaper, ] 



[Note to trainer: The warm-up objective Is to get 
the tutors to Usi as many ideas as they oan come up 
with, as rapidly as possible. Write each Idea either 
on the chalkboard or on newsprint type paper taped 
to the board or a wall. The advantage of having the 
Ideas visible to everyone Is that this helps tutors 
"hltoh-hlke" on a previous Idea. Especially when you 
deal with problems growing out of the tutoring sessions, 
there's an advantage to using large sheets rather than 
the chalkboard, since you oan take the paper down, 
fold it up and have it rea(ly to use in later Idea selection 
stages. 

If Ideas come too rapidly for one person to write, use 
two people at the board — one taking tho odd-numbered 
Ideas, the other the even numbers.] 

After the warm-up you may want to review the four 
brainstorming principles. Try to give some praise to 
what the tutors have done well. This review would be 
a particularly good time to stress how the third rule - 
HFl'CH-lilKE works. Yo" ran do this by picking out one 
of the ideas listed on the ooard and asking the group to 
give you several ideas that are similar to, opposite to, 
or add to the chosen ideas. 

At this point the group should be ready to brainstorm a 
real problem such as might relate to any aspect of 
tutoring. We have suggested a target problem below, 
but in previewing this session you may choose instead 
to go back to a problem raised in one of the discussions 
of Session #5, 
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Problem to be brainstormed: 



Assume that it*s the end of the school years we 
all have been working well with our tutees and 
it won't be long until the tutoring project will 
oome to an end. What are all the wavs we might 
mark the end of this oroieot with a special event. 
List; all the outings or activities you oau think of> 
using the four brainstorming rules. Remember, 
don't hold back any ideas, and try to hitchhike 
by building on each others' ideas. Le^ see how 
maoy ideas we can list in 20 28 

minutes. 



What might be your most important Amotion in leading the 
brainstorming here is to get the tutors to brainstorm specific 
ideas from some of the general suggestions they give. Thus, 
after about 15 minutes you might pick out a general suggestion, 
such as "give a party" or "take a Held trip, " and have the 
tutors focus their brainstorming to give "all the things that 
might happen at the party, " or "all the places we might take a 
field trip to see. " When you have finished brainstorming this 
problemjsave the sheets of newsprint you wrote the ideas on, 
or have someone make a copy of the ideas if you wrote on the 
chalkboard, so you can use them in Session #2. 

This session should be sufficient as an overall introduction to 
brainstorming. Close the hour by asking tutors to write down 
any additional ideas they come up with before the next session, 
and tell them that one of the activities in the next session will 
be practicing how to use the ideas from brainstorming to 
formulate a plan of action. 

Note: this first hour is meant simply as an initial experience 
with brainstorming. Near the end of this workshop packet is 
a more detailed "Godde to Leading Brainstorming Sessions" 
that includes many points appropriate to bring up as you use 
brainstorming in other sessions. 
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Seeeion #2 - Developing! Evaluating! and Seleoting 

the ideae from a Brainstorming Session* 

(Approximately 1 hour) 

(Motes In the previous session tutors have brainstormed a list 
of ideas on some problem related to the tutoring pr^eot. This 
session is the follow-up phase where those ideas are carefully 
considered, combined, evaluated, and selected for a final solution* 

Tutors will need to see the ideas - Ufhioh can be aooo»p)5shed 
by any of several ways: 

1* If you listed the ideas on large sheets of paper^ 
you oan tape these to the board again* 

2* If you copied the ideas onto a ditto master you oan 
run off copies for each tutor before this session* 

/ 

3* Otherwise, you might have to re-write all the 
ideas on the chalkboard* 






Ita our last meeting we found that by using the rules of 
of Brainstorming we could get a long list of ideas 
in Just a short time* Before we go on to the next 
step, where we*ll evaluate this list, dr any of you 
have ideas to add that you thought of since yester- 
dav*s session? 



[Allow a good long pause to further encourage contributions. Then 
after you*ve added these ideas to the list, or if there aren't 
any additions, continue:] 



It's one thing to have a lot of ideas - and I think 
we oan all feel proud of the list of ideas we came 
up with. But ideas are only the beginning of 
actions. Today we are going to spend some time 
figuring out which ideas we think would be best to 
put in a final solution. 
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FIrat of all, let'e aae If we can put a star beside 
the major ideas — the suggesUoaa that show the 
overall dlreotlons that our spedflo Ideas took* 



(Major Ideas from the suggested problem might iaolude - 
a field trip, a pionio, a party, a visit to the zoo, eto. By 
seleotiiig major ideas you don't have to evaluate every single 
idea separately.) 



O.K. - Now let's see if we can make a list of the 
things we think are important for our solution. 
What standards of judgment do you consider would 
be important for a solution to this problem? 

Say whatever oomes to mind. 



(Here you are trying to get a list of criteria you can use to 
judge the worth of the suggestions. Such criteria might 
include: Oost; difficulty of organizing; how much fun it 
would be for those involved; materials or equipment needed; 
amount of time involved in setting it up, eto. Put these 
standards on the board and continue:) 



All right. Now, instead of Just saying each idea 
is good or bad, let's use these standards to give 
a rating for each of our main suggestions that we 
_atarred. - 



(Using the ideas you starred, as the major suggestions, construct 
a chart like the one shown on the next page. 



- 102 - 

369 



WOfOCSHOP #16 (ooatinuad) 



List Criteria lo 

thlB oolumn Idea #1 Idea #6 Idea #7 Idea #16 Idea #21 

1. Cost 

2. Fim 
8. Easy 
4. Time 

8. Etc. eto. 

Ask tutors to rate the Idea 8 (good), 2 (fhir)i or 1 (poor) for each 
standard. Using a voting procedure » aa *How many would give 
idea #1 a rating of 3 based on Cost? How many give it a 2 ? How 
many give it a 1 ? Use this technique to get ratings according 
to each standard for each of the starred ideas. Thus your chart 
might come out looking like this: 





Criteria 


Idea #1 


Idea #5 


Idea#? 


Idea #15 


Idea #21 


1. 


Cost 


8 


1 


2 


8 


2 


2. 


Fun 


2 


8 


1 


2 


2 


3. 


Easy 


1 


2 


8 


3 


1 


4. 


Time 


1 


8 


2 


2 


2 


5. 


Other 













This method would thus teach tutors to evaluate ideas by specific 
standards and make a decision based on considering the ideas 
from a variety of viewpoints. ] 
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After carefully ooneldering the ideas from your brainstorming 
sesslqn/you will probably find easy to select the one Idea or 
combination of Ideas that you want to put Into action. When 
the tutors have reached this stage — and If time permits — 
continue as follows: 



Now that we've settled on a solutlon^we still 
have the question of how we're going to put 
the solution Into a plan of action. Let's see 
If we oan make a list of the things we'd have 
to do. 



[Using the chalkboardi list the steps which the tutors see as 
the steps Involved In putting the solution Into operation. If 
Ideas come slowly try asking a few questions. Listed below 
are several questions that people often overlook — yet which 
can lead to Important parts of a plan of action. 

1. What objections might anyone have and how 
could we overcome these objections ? 

2. How might other persons or groups help us ? 

S*. Where might the best place be to put the plan 
into action ? 

4. What time or date would be best ? 



When the tutors have thought about and suggested a number of 
Ideas for putting the solution they chose into action, you might 
want to close this session by a summary: 



. Today we saw that even after we had thought up a 
lot of Ideas for solving a problem, we still needed, 
to use our imaginations and careful thinking in 
selecting the best Ideas and deciding what course 
of action might bring that solution into full reality. 
We'll have many opportunities to brainstorm questions 
and problems we come across in tutoring - and if 
we want to make use of the ideas we createythen these 
stages of choosing and planning to act will be eqqally 
important. 
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Session #3 - Becoming Aware of Problems: Review of 

Brainstorming and Creative Problem Solving. 
(Approximately 1 hour) 



We*ve been working with a way of looking 
creatively at a problem we want to solve. 

Remember we learned to use brainstorming 
to get a long list uf ideas for a possible 
solution. By thinking up a lot of ideas before 
making a decision we increased the number of 
choices we had. Then in our last session we 
practiced a way of following through on these 
ideas by carefully selecting ideas and then planning 
a definite course of action. 

Today we're going to look at what really is the 
first step in all this - and that is finding and 
setting up the problem we want to brainstorm. 

The kind of problem we talk about in problem 
solving is the challenge or target we want to aim 
our ideas toward. Usually such a challenge can be 
put in the fbrm of a question that begins with the 
phrase, "IN WHAT WAYS MIGHT. . . " (Write this 
phrase on the cha'lkboard] Notice that this beginning 
shows that many possible ideas are wanted. Take 
a minute now and try to write down a few questions 
that begin with this phrase. See if you can think of 
questions that focus on aspects of tutoring — for 
example, one question might be "In what ways might 
I get my tutee to write a story?" We'll take several 
minutes now so you can think of some questions that 
start with the phrase "In what ways might. . . " 

(Allow about three minutes ~ then sa> :] 

After one more minute/ 1 will ask that you each have 
one question ready to read to all of us. 



i 



A 



I 

1 



V 



V 
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[One more minute - Then:] 



O. K. Now when each question Is read» I want 
you to listen closely to It and try to use the 
Brainstorming devioe of HITCH-HIKINQ* That 
Is^we'll try to ask several other questions that 
come Into our minds when we hear the main 
question. 

[Pick someone to read the first question and 
see if the group can oome up with several re- 
statements or variations of the question. After 
you've done this with several tutors » continue:] 

What we've been doing is one technique for setting 

up a problem for brainstorming — that is we've 

been restating the question and trying out different 

ways of looking at the problem. Take a minute 

now and see if you can use this re-stating teohnique i 

by yourself on one of the questions about tutoring | 

that you wrote. Try to word the question dilEferently 

three or four times and try to ask questions that 

your first question makes you think about. 

[Allow time for tutors to do this. You might move 
around the room and comment where a student shows 
he has the knack of varying the way of asking a 
central question.] 

There's also a second technique of questioning that's 
very useful. This is asking yourself the question 
"Why?" Take a look at one of the questions you've 
written. Pick one you find at least somewhat interesting. 
Now read thet question ever and ask yourself WHY. I 

Why do you want to do what that question says ? What is | 
your basic objective ? What are you tr 3 dng to accomplish? ; 
Take a minute now and see if you can use the technique 
of asking why to come up with a more basic statement • 
of what you'd like to do. ___ I 
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[If tutors hav^ some difficulty you might go on 
to the following example and have them use 
this '^Asking why** later. ) 



Here's an examine that will show you why this 
technique often helps get a new slant on a 
problem. Suppose I wrote the question IN WHAT 
WAYS MIGHT I HELP MY TUTEE WRITE A 
STORY? 



[Write this question, or another question you 
choose, on the chalkboard.] 



Now, I ask myself WHY ? Why do I want to help 
the tutee write a story? Let's see - I guess it's 
because I want him to use words in some way that's 
more fhn than Just a spelling test. So - now I can 
ask a more basic question [Write the following on 
the board] IN WHAT WAYS MIGHT I HELP MY 
TUTEE USE WORDS IN A FUN WAY ? 

Now you see, this question opens up some new 
approaches in r.ddition to the idea I had in my first 
question. Let me see if I can list a few ways that 
come to mind - 

WRITE A STORY 
CROSSWORD PUZZLE 
MAKE UP A NEW WORD GAME 
HAVE HIM LEARN THE NAMES 
OF THINGS IN MAGAZINE PICTURES 
Ca n you think of some other ideas ? , 

[See if you can get tutors to think of several other 
activities that have the tutee using words. Then 
continue:] 



Now maybe you see the reason for aslcing ViHY ? of 
the question you start out with. When you get to your 
basic purpose this usually opens the way to the largest 
i nu mber of lOoas. ■ - 
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Take a minute now and see If you nan work ’ 

this same teohniquo on any of the questions 
you've written down. We'U take a few 
minutes. 

[AUow time and move around the room so 

tutors can ohedk their work with you. ] ; 

O.K. Restating your question and asking why 
are two ways to help you Rnd the best questionfor 
the problem you'd really like to have ideas for. 

There is one more step in setting up the problem 
for brainstorming, and that is to make a list of 
facts you already know — and the facts you need 
to know — about the problem you select to work on. 

Getting the facts you already know written down may /\ 

help you see some things you can use in solving 

the problem you choose. In listing facts, try 1 

answering questions like this: ' 

What do you know about your tutee that might V 

bo connected to this question? 't 

What are some of the things you think your tutee 
eqjoys doing ? 

What materials that might help you are available ? j 

Then consider what information you don't have now but 
might help you if you knew. Write these facts you'd 
like to have as questions. 'Take a minute and do this. 

See if you can think of some things that it might help 
you to know in order to solve this problem. 

[Allow a few minutes for this. ] 
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All riglit. What we've been doing Is the stage 
of creative problem solving we call Problem- 
Finding, or setting up the problem. 

I have two sheets that summarise the work we've 
been doing with Brhinstorming and Creative 
Problem Solving. They are in your TUTOR'S 
HANDBOOK. We oan use these techniques with 
any number of problems we want to solve 
creatively in our tutoring program. Another 
reason for giving you th^se pages iS that you 
might find that you oan use Brainstorming and 
Creative Problem Solving to come up with ideas 
and solutions for all sorts of questions that oome 
up in school, in your personal life, and in your 
future . Let's read over them together as a 
final summary to close this particular workshop. 



I 



'i 

"i# 

J 



[On the following pages are 1) a workshop summary 
laoluded In the TUTOR'S HANDBOOK, and 2) a "Brief 
Guide to Leading Brainstorming Sessions" for 
your own use.] 

V 

A 



V 
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OVOLUDBD m TUTOR'S HANDBOOK 1 



BRAIN8TORM1NQ WORKSHOP SUMMARY 



Brainstorming is a method of getting a long list of possible ideas 
in response to a question or goal. A group of people oan brainstorm a 
problem, but so oan an individual. There are four basio rules to 
brainstorming! 

1. NOCRmaSM. Think up, don't put down. 

2. QUANTITY. The more ideas the better. 

3. HITCH-HIKE. Build on previous ideas. 

4. BLUE-SKY. Let your imagination fly. You oan engineer 
it back to earth later. 



CREATIVE PROBLEM SOLVING 

This is a systematio way of breaking a problem down, coming up 
with ideas, and working to a final solution. The steps and several techniques 
are outlined below. 

I. Problem-Finding 

A. Setting up the Problem 

1. Select a problem-question, then RESTATE it 
several times, in several different ways. 

2. Ask WHY? to get at the basio objective of 
your question. 

3. Try to select wording for your question that you 
feel gets to the heart of the problem you want to 
solve. 

B. Fact-Finding 

1, List what you already know that might help you 
with this problem. 

2. Ask questions aimed at information you don^t 
have that might help you. 



W0BK8H0P #16 (continued) 



mCLUDEO IN TUTOR'S HANDBOOK 



8. Try to think of ways to get this new information 
n. Idea-Finding 

A. State the problem you decided was the question that 
went right to the heart of what you'd like to solve. 

Usually this can be worded to begin with the phrase, 

"In what ways might. . . " 

B. Use Brainstorming to list ideas for solving this problem. 

C. Use Brainstorming again to develop specific ideas for 
some of the more general suggestions from the previous 
step. 

m. Solution Finding 

A. Choosing 

1. By combining and starring the more general ideas, 
select the main ideas from Stage D. 

2. Think up and seleoi specific standards for estimating 
the strength of your ideas. 

3. Use a rating chart to rank each main idea according 
to each of the standards you selected in the previous 
step. 

4. Now select the best idea or combination of ideas to 
solve your original problem. 

B. Plan of Action 

1. Think of such things as what objections there might be, 
who might help you, what would be the best time and 
place to carry out the solution. Try to list everything 

you think can help you put your ideas into operation. 

2. List the steps you need to go through in order to put 
your ideas into operation. Include mention of any 
materials you'll need to get. 

3. Go ahead and put your plan into ACTION. 

-lllr 
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BRIEF QUIDS TO LEADING BRAINSTORMING SESSIONS 



This guide repeats some of the information from the Brainstorming 
Workshop! but also has new materials that should help you if you want to 
lead Brainstorming sessions « You may want to take these pages out and 
keep them to review whenever you are planning a Brainstorm session. 

The following suggestions are organised into three time segments: before 
the session, during the session, following the session. 

Before the Session: 

1. The basio aim of brakistorming is to pile up a quantify of 
alternative ideas. Therefore the problem you choose to 
brainstorm must be one that calls for many possible 
answers. Usually such a problem could be worded to begin 
with the phrase "IN WHAT WAYS MIGHT. . . " 

2. The "fact-finding stage" (see the Creative Problem Solving 
summary) is usually done by the leader before the session. 

A specific problem, rather than a broad question is best for 
brainstorming. Brainstorming may be used to break a broad 
problem into a number of specific sub-problems; but then you 
would still have to select one (or more) of those specific 
problems to use as the target to brainstorm a list of Ideas. 

3. The leader prepares a MEMO FOR GROUP BRAINSTORMING 
SESSION, consisting of three parts: a) a brief statement of 
the problem, worded to request a variety of ideas; b) a brief 
summary of the most important facts relating to the problem; 
o) a few (between two and five) sample ideas, especially some 
unusual ideas to indicate the flexibility and originality desired 
in the brainstorm session. (See Appendix I, at the end, for 

a sample memo which describes a problem you may want to 
have the tutors brainstorm. ) 

4. The leader should develop in advance his own list of suggested 
solutions to the problem. If and when the session slows down 
or gets off the track, the leaders can then prime the flow of 
ideas by contributing some of their own. 
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During the Session; 

(To start the Session): 

1. Read the brainstorm memo aloud and allow some time for 
the partioipants to ask aav questions they have about the 
problem . 

2. Review the four basic rules of brainstorming. It*s a good 
idea to have them printed on a poster in the room. 

a. Critioism is ruled out. Criticism of ideas must be 
withheld until later. 

b. Blue»Sky . The wilder the ideas the better; it is 
easier to tame down than to think up. 

0 . Quantity is wanted . The greater the number of ideas, 
the more the likelihood of good ones. 

d. Hitch-Hike . In addition to contributing ideas of their 
own, panel members should suggest how suggestions 
made by others could be turned into better ideas, or 
how to combine two or more ideas Into still another 
idea. 

3. If the group participants are fairly new to brainstorming, 
it would be good to offer these five additional suggestions: 

a. No Questions During Session: All questions should be 
cleared up before the start of actual brainstorming on 
each problem. The reason for this is that later 
questions usually involve evaluation of ideas. In any 
case, you want to keep a rapid flow of ideas. 

b. Jot Down Your Idea : Encourage participants to write 

down an idea if not called on right away; otherwise they 
may "lose" it. 
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0. No Editorialtzlng ; Urge participants not to *^ditoriaUae** 
(hot to ''elaborate" on their ideas, or to defend them), 
but rather to state the idea as quickly and oonoisely as 
possible. 

d. Don't Overlook the Obvious ; Warn the participants not 
to omit suggesting the obvious. Otherwise they will be 
oritioiaing and censoring their own ideas. 

e. Don't Fear Rdpetition; Participants should suggest an 
idea even though they may fear that it has been previously 
suggested. Repetition usually leads to a different way of 
expressing or interpreting the idea. 

4. Provide for some way to record the ideas. It's best to have 
someone write the ideas on a flip chart or chalkboard. A 
tape recorder or someone to act as secretary 

is most desirable. 

5. It is a good idea to begin the session with a 5-10 minute WARM- 
UP with a simple problem. This usually makes it easier to 
think up lots of ideas on the main problem. Also it is more 
difficult to apply "free-wheeling" to realistic problems than to 
warm-up type problems. Some sample problems suitable for 
warm-up are: Think up a) unusual uses for a tin can, (or 
other common object, such as a towel, brick, or pencil); 

b) inventions that might be usefhl but which haven't been 
invented yet; c) newsheadlines that you'd like to see appear in 
tomorrow's newspaper. 

(Considerations for during the session:) 

6. Set quotas to encourage the participants to think up a quantity 
of ideas. You might start by setting a target of thirty-five 
ideas. Near the session's end, you might say, "Let'r try to 
get just ten more ideas. " 

7. Helpre-stimulate the flow of ideas when the group seems to 
have temporarily run out of ideas. You might a) add one of 
your own ideas; b) suggest a new direction for the group to 
look in; c) use some of the IDEA-SPURRING QUESTIONS (see 
appendix II); d) refocus on ideas already listed, for adaptations, 
combinations, and modifications . 
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8. The moat important thing you can do during the seaeion ia 
to help the tutors "shift gears" and brainstorm speoifio 
ideas for one or more of the general suggestions they give in 
response to the original problem. Thus, after they have 
brainstormed a while, either by your own Judgment or by 
having the tutors "vote, " select an idea that looks promising 
and also looks like it oan be developed with more speoifio 
ideas. Set that idea up as the new Brainstorm target and have 
the tutors pile up suggestions for "WAYS TO 

(whatever the chosen idea is). " 

9. Most brainstorming sessions run at least 15 minutes, but 
seldom longer than one hour. When you sense that the group 
has pretty much run out of ideas, or when you feel satisfied 
that you have enough ideas, you might ask for one minute of 
silence followed by two final minutes of brainstorming. Often 
these last minutes produce a few exceptionally good ideas. 

10. Thank the participants. In most places Where brainstorming 
is used the leader also asks the participants to write down any 
further ideas that come to them in the 24 hour period following 
the session. This time for more relaxed inspiration often 
gives a few participants their best and most original ideas. 

The leader should tell the participants how they can give him 
any 'further ideas they have. 

Following the Session ; 

What you have as a result of the brainstorming session is a long 
list of possible leads to a solution of the problem you selected as target. 
Consider these ideas as "diamonds in the rough. " They still need to be 
polished. A good way to do this is to systematically follow the "solution- 
hnding" steps outlined in the workshop instructions for creative problem- 
solving. 

The few days following the session are a good time for you to think 
up any additional ideas on your own. It might be wise to use that time for 
fiirther idea-finding and begin the evaluation and implementation stages 
several days later. Remember, though, to approach evaluation and 
implementation using both imagination and judgment, by thinking up your 
ideas first before evaluating them. 
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SUMMARY 

You oan see there are many things to consider in using brain- 
storming effectively. Group brainstorming oan be very productive, but 
it Usually requires quite a bit of creative thinking both before and after 
the session if you want to find creative solutions to real problems. In 
other words, group brainstorming is a supplement to individual creative 
thibking— rather than a replacement for it. 

These instructions have been intended to help you get started in 
using brainstorming and oreative problem solving, if you want to. As 
you become experienced you may want to try other procedures in a few 
places. That's fine. Brainstorming should be used as a flexible tool. 

If you plan to use brainstorming in future projects it would be 
a good idea for you to obtain and read the three texts listed below. They 
can give you more detailed suggestions and examples of the principles 
and techniques of both brainstorming and the oreative problem solving 
process. 

Osborn, Alex, Applied Imagination . Scribner's, New York, 1983. 

Fames, Sidney, J , Creative Behavior Guidebook . Scribner's 
New York, 1967. 

Fames*, Sidney J. , Creative Behavior Workbook . Scribner's 
New York, 1967. 
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APrENDDC It 

Sample Memo for Grcup Brainstorming Session 



Problem; IN WHAT WAYS MIGHT YOU COME UP WITH AN *»ON-THE- 
SPOT» NEW ACTIVITY WHEN YOUR TUTEE JUST CAN*t 
GET INVOLVED WITH THE LESSON YOU PLANNED FOR 
THAT DAY ? 

Background: Tutees come to their tutoring session after a full day of 
sobocl. Sometimes they may have no much readingi writing, 
arithnietic, etc* , that they oan*t keep iheir attention focused 
on the lesson you pie|(>ared. You have only those materials 
that you regularly bring and whatever happens to be in the room. 
Rather than "banging your head against a brick wall" by 
trying to force the tutee to do a lesson he Just can't enjoy 
that day, you decide you want to shift gears and suggest a 
new activity that would be more fun. What are all the possible 
projects or activities you could think of to do that after- 
noon? 



Examples: 

1. Take a walk with aim and see if you can get him interested 
in talking about how he feels about what he's done during 
the day. 

2. Have a storybook hidden in the room to read to him on Just 
such an occasion. 
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APPENDIX n 

Checklist of Idea-Spurring Quesaona 



PUT TO OTHER USES? New r* ;*i* t . vir-e as it ? Other uses if modified? 



ADAPT? What else is this like ? What other ideas does thii^: suggest? 



MODIFY? Change meaning, color, motion, sound, odor, taste, f't>rm, 
shape? 



MAGNIFY? What to add? Greater frequency? Stronger? Larger? 
Plus ingredient? Multiply? 



MINIFY? What to subtract? Eliminate? Smaller? Lighter? Slower? 
Split up? Less frequent? 



SUBSTITUTE? Who else instead? What else instead ? Other place? 
Other time ? 



REARRANGE? Other layout? Other sequence ? Change pace? 



REVERSE? Opposite? Turn it backward? Turn it upside down ? Turn 
it inside out? 



COMBINE ? How about a blend, an assortment? Combine purposes ? 
Combine ideas ? 
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Setsion Number 



Neme of Aottvity, 



1. How satisfied ware you with this activity ? (Please check one answer) 

( ) A. I was very satisfied, it worked quite qwell. 

( ) D. I was satisfied, it worked satisfactorily. 

*^( ) C. I was dissatisfied, it worked badly. 

*^If you said that you were dissatisfied with this activity, what 
do you think might be done to make it work better? Or if you 
don't think it could be improved, what other activity would you 
use to take its place ? 



2. Could you suggest some other ways that the Youth Tutoring Youth Program 
might be improved ? 



3. We would appreciate any other comments or remarks you might wish to make. 



Nam e Date 

Name of Program 

Locatio n 

Street NuliriFcr Street Name 
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NationaZ ConmJi66ion on Rej6ouAc.eA j^oK youiJif Inc., 
36 iHe^t Sijicct 
New yonk Ciij^f 10036 
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